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Introduction 


It has been 26 King’s Ages since the death and rebirth 
of my master Dregoth, and longer still since pledging my 
allegiance to him. As the Coruscation approaches, I have 
decided to preserve my thoughts (my doubts) so I could 
reflect upon them following that which is to come. It is not 
the actions of my lord that I question, but rather whether 
the Day of Light has actually arrived. It is not often I 
disagree with he who is my god, and my impure thoughts 
shall be followed by hours of meditation in the Temple of 
the Dragon. It is not that I wish my lord Dregoth to fail, 
as I desire nothing more than to see him seize his rightful 
seat of power on Athas. But is there reason for the lack 
of true divinity in the land of the crimson sun? I have 
seen the shadow of the realms beyond the planar gate and 
the gods that dwell there. For that reason I am uncertain. 

Often have I asked my lord that, if there was a way to 
achieve godhood, would not Rajaat have discovered it in 
the eleven millennia before his imprisonment? Or was his 
level of power the extent of omnipotence on Athas? The 
Dread Lord has always dismissed my inquires, calling 
them short-sighted and lacking in faith. But I have seen 
the face of the War-Bringer, and know that his strength 
was beyond measure (though my lord does approach that 
degree of power as the years progress). Having learned the 
history of Athas from the ancients that once lived beneath 
Giustenal, I see nothing but testimonial to charlatan gods 
and false aspirations of despondent races soon to be wiped 
from the face of the land. In over fourteen millennia, there 
is no proof a true god, as those I have seen, ever walked 
the face of Athas. I simply wish to know why. 

Nothing would please me more than to have my lord 
achieve godhood and bring about a true return of the 
Blue Age to Athas in his image. I have laid down the 
planning for the Day of Light since it was first foretold 
centuries ago, and I have no doubt the forces of New 
Giustenal shall be victorious. However, the instrument of 
triumph means nothing if the aspiration was doomed from 
the start. The dray of New Giustenal have worshipped 
the Dread Lord for thousands of years with no regrets. 
With the death of Borys of Ebe, our master is now the 
most powerful force on Athas. Some whisper that Dregoth 
could bring about the Blue Age today, ош none dare 
breathe a word for alg to hear. 


As the Coruscation draws near, the trepidation I feel 
is not that my lord shall succeed or fail, but perhaps it 
is not conceivable to achieve that which is not possible. 
If the feat my lord attempts is not possible according to 
the laws of the multiverse, then what shall happen at the 
conclusion of his plan? Despite its forces, New Giustenal 
without its master could never stand against the combined 
armies of the remaining assassin sorcerer-kings if they turn 
their unmerciful eyes towards the Silt Sea. 

My lord Dregoth has ordered me to stay behind and 
guard New Giustenal in his absence. He shall leave 
soon to begin the spell that shall bequeath him ultimate 
power and is confident that, when next we meet, he shall 
be Athas’s most supreme entity. I hope you are right old 
friend, because for the first time in my life I have doubts. 


—The journal of Mon Adderath, High Templar of 
Dregoth 

Year of Priests Contemplation, Merchant Calendar 
Thaumast IO 


Eve of the Coruscation 


Adventure Background 


Dregoth Ascending is a high-level adventure for five 
to seven characters of good or neutral alignment from 
levels 12-16. Multi-class 
levels totalling more than 20 have a chance to seriously 
unbalance the adventure and should be closely inspected 
by the DM prior to play. A good mix of warriors, wizards, 


characters with combined 


and psionicists is essential to survival, and having a 
human character in the party is also a benefit. Though 
they may have their spell levels diminished during the 
course of the adventure, priest characters should also be 
included, as they have the greatest reason for thwarting 
Dregoth’s plans. In any case, it is best if the DM read the 
complete adventure before beginning play, to get a grasp 
of the world-shaking events that take place. 

Characters who are above I6th level (including multi- 
class totals over 20) may play the adventure at the DM’s 
discretion, though encounters may have to be increased 
in difficulty to present a challenge to the character. 
Advanced beings such as avangions and dragons should 


not be allowed to play this adventure, as their near- 
omnipotent power is too unbalancing to be used as 
characters. Additionally, characters with an alignment of 
lawful good or those who may have been ex-slaves might 
have problems working with the remaining sorcerer-kings 
to counter Dregoth’s designs. This should be noted as a 
possibility the DM may have to deal with at some point 
during the adventure. 

In addition to this adventure, the DM requires the 
following products to run this adventure: the AD&D 
2nd Edition Player's Handbook and Dungeon Master's 
Guide, Tome of Magic, Dark Sun Campaign Guide, 
Dark Sun Campaign Options, Dark Sun Monstrous 
Compendium Appendix III, and City by the Silt Sea. 
Other Dark Sun products that are recommended, but not 
essential, include: Elves of Athas, The Ivory Triangle, 
Earth, Air, Fire, and Water, Slave Tribes, Beyond the 
Prism Pentad, and Psionic Artifacts of Athas. 


Previous Adventures 


The levels needed to play this adventure follow a natural 
progression from the previous scenarios Dragon’s Crown 
and Black Spine, however, these adventures take place 
in Free Years 4 and 6 respectively, while Dregoth 
Ascending occurs in Free Year I2. It is possible for the 
DM to change the dates for the previous two adventures, 
but Dregoth Ascending firmly takes place two years after 
the fall of the Dragon and the temporary release of Rajaat 
the War-Bringer. In most cases, it is a simple matter to 
advance the characters through the years and place them 
in Free Year I2, especially if their experience prevented 
them from playing other published adventures because 
they were too high level. 


Dregoth's Objective 


Dregoth, the Undead Dragon King has been traveling 
the planes of existence for nearly 2,000 years, ever since 
his discovery of the planar gate, a Green Age artifact 
discovered in the caverns beneath Giustenal. During 
his travels through the planes, Dregoth discovered the 
presence and worshipping of actual true gods, something 
previously unknown to the world of Athas. 
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For nearly two aeons, Dregoth studied the nature of 
gods, their incredible power, and their zealous worshippers 
in hopes of attaining such divinity. The Dread Lord of 
New Giustenal travelled to countless worlds in a variety 
of disguises, researching hundreds of factions and cults 
(good and evil) to learn the true nature of gods and their 
devotees. Dregoth has only recently returned to Athas in 
the wake of the events of the Prism Pentad, and is now 
putting events in motion to become Athas’s first true god. 

After another two years of research, in addition to his 
previous study of the multiverse, Dregoth uncovered the 
reason why the gods of the planes have never turned 
their attentions towards the world of Athas. The spiritual 
conduits that allow the gods of other worlds to draw 
strength from their worshippers don’t exist on Athas and, 
because of this, the powers of the planes have turned 
away from Athas’ inhabitants since the earliest days of 
existence. The spiritual conduits have been replaced by 
elemental conduits, strongly linking the world of Athas 
to the elemental Inner Planes. Dregoth has theorised 
that the reason for this is the presence of the Gray, the 
endless limbo Athasians go to when they die; because of 
the Gray, spiritual conduits cannot be linked to Athas. 
However, the elemental conduits easily pierce the Gray, 
granting the elemental clerics of Athas tremendous power. 

In the end, the Dread Lord's plan is a simple one: 
move the existing elemental conduits so they connect the 
Outer Planes to Athas. Once the conduits connect to the 
Outer Planes, Dregoth plans to travel there and receive 
the power bestowed upon him by his faithful. In addition, 
all of the existing priests of the land shall have to turn 
to Dregoth for spells of a clerical nature including the 
sorcerer-kings), since Athas would no longer be connected 
to the elemental Inner Planes. 

The achieve this end Dregoth has created a IOth-level 
spell called the godhood spell that will not only move 
the conduits, but instantly elevate him to divinity upon 
its completion. This spell was devised by the Dread Lord 
during his journey to the Outer Planes, and perfected 
upon his return to Athas. Due to the amount of pure 
magic needed by Dregoth to complete the spell, its final 
stages need to be cast from within the Pristine Tower, 


the spire of white rock created by Blue Age halflings and 
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later transformed by Rajaat to create his Cleansing War 
Champions. It is within the shadow of the Pristine Tower 
the heroes are to make their last stand against Dregoth 
and the ultimate power he seeks. 


Fated to Fail 


The fears presented in Mon Adderath’s journal do come 
to pass. Dregoth’s plan is destined to fail. Should the 
elemental conduits be moved from the Inner to the Outer 
Planes, they shall cease to function in any respect and 
priestly magic may be lost to Athas for all time. The 
energy carried by spiritual conduits cannot pass through 
that buffer which is the Gray, effectively rendering them 
useless. In his visionless quest for power, Dregoth has 
turned a blind eye to the consequences of his actions, 
convincing himself his course can have only one possible 
conclusion (transforming him into a god). 

In the end, Dregoth fails to become a god but it is up 
to the DM what form the failure takes. It is recommended 
that a Dungeon Master not remove the use of clerical 
magic from his Dark Sun campaign as a result of Dregoth’s 
failure. However, the DM my opt to temporarily reduce 
the effectiveness of priest magic, or apply some other harsh 
penalty until any damage done to the conduits is repaired. 
This may directly correlate to the number of stages in 
Dregoth’s spell that are completed (see below), or another 
effect constructed by the DM to suit his campaign. Refer 
to the adventure's Conclusion for further details. 

Though he fails in the attempt, the results of Dregoth’s 
spell (whether he completes it or not) raises him from a 
29th to 30th level, concluding his dragon metamorphosis 
despite his undead nature. Despite any efforts by the 
heroes, Dregoth is not to be slain at the conclusion of the 
adventure. With the recent loss of several sorcerer-kings, 
not to mention the death of the Dragon, а. significant 
number of Dark Sun villains have been destroyed. The 
return of Dregoth to Athas and his increase in power 
at the conclusion of the adventure are essential to the 
continued game balance of the Dark Sun campaign. 

It is equally important the characters do not know 
Dregoth’s designs are destined to fail, as it takes away 
from the suspense that builds with the completion of 
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each stage of the spell. ‘Though many aspects of the 
adventure are fixed at its conclusion, there are several 
other “wild card” factors able to alter the outcome of 
Dregoth Ascending. Things like a hefty reward from 
the sorcerer-kings, alliances formed with the heroes, and 
artifacts found during the adventure may or may not 
present themselves depending on the heroes deeds. 


Plot Overview 


Each chapter of this adventure deals with a different part of 
the quest to thwart Dregoth’s plans. ‘Though fully detailed 
as to what the heroes must do to bring about the Dread 
Lord’s defeat, not every factor is taken into consideration. 
Random encounters, NPCs the characters may already 
know, and events from the DM’s own campaign are of 
course excluded from the text. It is the DM’s duty to fill 
in these gaps to make the adventure complete. 

In Chapter One: The Day of Light, the heroes learn 
that Dregoth’s army has crossed the Silt Sea and is headed 
for Raam. The actual location of the heroes and how long 
they take to get to Raam once they've heard the news 
is up to the DM (see Beginning the Adventure), but 
it is recommended they don't begin the adventure there. 
Regardless of their distance from the city, the heroes arrive 
in Raam towards the end of Dregoth's assault. It quickly 
becomes apparent the forces of the Undead Dragon King 
are far superior to the makeshift army of the Raamites. 
After lending what aid they can to an obvious lost cause, 
Dregoth breaks off the attack and his forces begin a long 
trek home, leaving more than a few unanswered questions. 

After the dust of the conflict settles, the half-giant 
Leviath the Calm offers what little knowledge he can as 
to the reason for the attack, as well as why it suddenly 
ceased. At this point, the heroes may likely have more 
questions than answers. It is then they are contacted by 
the Shadow-King of Nibenay, summoning them to the 
Naggaramakam (the walled domain at the centre of his 
city.) The Shadow-King says that only within the safe 
confines of his domain can Dregoth’s plans be safely 
revealed. Additionally, it is at this time that the second 
stage of the godhood spell is completed, preventing the 
preparation of 7th-level spells. 


In Chapter Two: Summons of the Sorcerer-Kings, the 
heroes travel to Nibenay at the request of the Shadow- 
King. On the road to Nibenay they meet several groups 
of refugees from what's left of Raam, learning numerous 
rumours along the way to the city. Upon their arrival 
in Nibenay, the heroes are greeted at the city’s gate 
and escorted to the Naggaramakam by some of the 
sorcerer-king’s highest-ranking templars. Once they are 
safely behind the warded walls of the Naggaramakam, the 
heroes are greeted by not only Shadow-King, but Hamanu 
of Urik and Lalali-Puy of Gulg as well. 

Once the heroes are assured that none of the sorcerer- 
kings have any sinister intentions, Nibenay explains what 
they have learned regarding the plans of Dregoth and 
how to stop him. The sorcerer-kings explain that Dregoth’s 
most powerful minions are keeping a close eye on them 
and, should they move against Dregoth, he may likely use 
his forces to attack one or more of their cities. Hence, 
the former Champions give the heroes the information 
they need to defeat Dregoth’s plans before he destroys all 
priestly magic on Athas. 

To defeat the Dread Lord, the sorcerer-kings explain, the 
heroes need the three items that brought about his death 
2,000 years ago: the Scorcher, the Star of Badna, and the 
Pearl of the Sunrise Sea. These items are scattered across 
the Tablelands and the heroes need to collect them and 
confront Dregoth in New Giustenal before he concludes 
his terrible spell. Should the heroes prevent Dregoth 
from completing his spell, the sorcerer-kings reward them 
handsomely for their efforts. 

In Chapter Three: The Quest, the heroes follow clues 
presented by the three sorcerer-kings to find the artifacts 
needed to defeat Dregoth. Depending on the players’ 
choice, they can follow any of the three leads they want 
to first. During this chapter of the adventure, Dregoth 
completes three other stages of the spell, reducing the 
level of cleric spells that can be learned to 4th level. 

The Scorcher, despite being thrown into the Silt Sea 
2,000 years ago, had reappeared five decades ago in the 
hands of an ex-slave (only to disappear again in the 
Valley of Trevain). The heroes must follow the clues that 
eventually lead them to this ancient sword created by 


Rajaat himself. 
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The second of the three artifacts, the Star of Badna, 
is a magical sapphire owned by the late sorcerer-queen 
Abalach-Re and is secreted away somewhere in the 
chaotic city of Raam. The heroes must locate the Star by 
finding a former templar who has gone underground with 
it following his queen’s death. 

The third and final item, a Blue Age artifact called 
the Pearl of the Sunrise Sea, was last known to be in the 
possession of Andropinis of Balic. The heroes must make 
their way to Balic and enlist the aid of House Wavir, 
the controlling merchant house of Balic. With the help 
of House Wavir, the heroes locate the hidden templars of 
Andropinis to learn of the Pearl’s location. Once all the 
artifacts have been uncovered, the heroes make their way 
to New Giustenal to locate Dregoth. 

In Chapter Four: Giustenal, the heroes assemble 
their artifacts and begin a long journey to Dregoth’s city. 
During their trip to the Silt Sea, Dregoth completes the 
sixth stage of his spell, resulting in the loss of 3rd-level 
spells. This is also the last stage of the spell he can cast 
from his Dread Palace in New Giustenal. 

Expecting an assault of Some measure, the Undead 
Dragon King has reinforced his army around the 
underground city, and the heroes must either sneak in 
or fight their way through to New Giustenal. Soon after 
arriving at the ruined city, the party is confronted by Mon 
Adderath, High Templar of Dregoth. At the risk of being 
put to death by Dregoth for his insurrection, Adderath 
tells the heroes Dregoth has just left for the Pristine 
Tower to complete the final stages of the godhood spell. 
Mon Adderath also warns the heroes that, if they kill his 
master, they may incur the wrath of the dray nation. 

In Chapter Five: The Pristine Tower, the heroes must 
approach the ancient white spire and prevent Dregoth 
from completing his spell. They must be careful not to 
become injured this close to the Tower, or else they'll 
mutate into something less than human. In the shadow 
of the ancient Spire, the heroes encounter a group of 
shadow giants that fled the Tower when Dregoth arrived. 
Though they're allied with Rajaat, the shadow giants do 
not want Dregoth to achieve ultimate power and offer 
their assistance. Without the help of the shadow giants, 
the party may find the finale extremely difficult. 
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In the final showdown with the Dread Lord, the players 
go toe-to-toe with the most powerful being currently on 
the face of Athas. If the heroes have played intelligently 
up until this point, they have a good chance to thwart 
Dregoth’s plans and come out of the encounter with 
minimal losses. 

At the conclusion of the adventure, the heroes return to 
Nibenay to collect their rewards from the sorcerer-kings. 
If the heroes decide they wish to try and kill the sorcerer- 
kings with the artifacts they've collected, they are in for a 
terrible battle (as they are ready for any treachery on the 
part of the heroes). Having survived a confrontation with 
Dregoth, it may be best for the heroes to cut any losses 
they have, turn over the items to the sorcerer-kings, and 
accept whatever reward they present. 


Running Dregoth 


With the death of Borys of Ebe (a.k.a. the Dragon), 
Dregoth the Undead Dragon King is the most powerful 
of Rajaat's remaining Champions left on Athas. Even the 
xenophobic Daskinor and Oronis have not achieved a 
level of power akin to that of New Giustenal’s ruler. Only 
the Shadow-King of Nibenay (24th-level dragon) comes 
close to the level of might possessed by Dregoth, and even 
then he is no match for the Undead Dragon King. Even 
though the heroes are of high level and possess artifacts of 
great power, they have little hope of destroying Dregoth at 
any point during the adventure. In many ways Dregoth is 
a far greater threat than Borys of Ebe ever was. 

If Dregoth is so powerful, why have him as a villain? 
How do the heroes defeat him? Remember that the 
primary reason for this adventure is to prevent Dregoth 
from completing the godhood spell, not necessarily to kill 
him. This fact is reinforced by the sorcerer-kings during 
their conversation with the heroes in Chapter Two. Given 
the rarity of components, timing, and preparations that 
went into the casting of the godhood spell, Dregoth won't 
get a second attempt to achieve divinity. Though the 
three artifacts aided in his death 2,000 years ago, they 
were wielded by sorcerer-kings who themselves possessed 
great power. The primary reason for the heroes obtaining 
them is to protect themselves from Dregoth’s considerable 


might long enough to stop his spell, not to try and kill 
him outright (though the sorcerer-kings believe this could 
happen, they consider it improbable). The adventure is 
constructed in a manner that allows the heroes to thwart 
the Dread King’s plans and escape with their lives. 


The Mind of Madness 


Ever since his death 2,000 years ago, the sanity of Dregoth, 
Ravager of Giants, has been in question. Who can say 
what becomes of someone’s mind after being killed and 
resurrected as an undead? Previously documented cases 
of human kaisharga show that most slip into a state of 
unbalanced psychosis after only a few hundred years. 
With the exception of the undead of the Obsidian Plains, 
Dregoth is most likely the first to become a kaisharga of 
his own free will, one that is nearly 2,000 years old and 
no longer human. Though some portions of Dregoth’s 
psyche are left to the DM’s imagination, the following 
aspects should be taken into consideration when running 
this adventure. 


Power: Dregoth is motivated by strength, intensity, and 
a insatiable hunger to achieve an ultimate power akin 
to that which he discovered on the Outer Planes. In 
most cases, he has convinced himself that what he is 
doing is without flaw or misdeed in his quest for divinity, 
disregarding rational sense and the counsel of trusted 
advisors. While this facet of his persona eventually leads 
to his failure, it is also the aspect that ensures his survival. 


Ruthlessness: To be the enemy of Dregoth is to invite 
death. If the heroes survive the adventure and prevent the 
casting of the godhood spell, the Dread King is likely to 
hold a serious grudge against them. In addition, Dregoth’s 
plans are all that matter to him and anyone who opposes 
or impedes him (including his own dray worshippers) 
meet with a quick death. This attitude is carried over to 
the majority of his dray congregation, which is apparent 
during their attack on Raam and any confrontation with 
the heroes afterwards. If it becomes apparent to Dregoth 
or any of his followers that the heroes are intent on 
stopping him, they'll face several assassination attempts. 


Focus: At this time, Dregoth’s primary concern is the 
casting of the godhood spell; to him, nothing else matters. 
Each stage of the spell requires more and more attention 
from Dregoth and, with the exception of a possible 
encounter with the heroes in Raam, they do not encounter 
him until the end of the scenario. This aspect of the 
adventure actually benefits the heroes, as it then becomes 
doubtful they'll attract Dregoth's unwanted attention 
before their encounter at the Pristine Tower. However, 
at the DM's discretion, devotees of the Dread King may 
report on the party's actions, should they become notable 
in their quest (see below). 


Confrontations: It is quite possible the heroes may 
go toe-to-toe with Dregoth in the shadow of the Pristine 
Tower. It is possible for the heroes to complete the 
adventure and not have to fight Dregoth but, given the 
fact the heroes are of higher level and are armed with 
powerful artifacts, it is likely they'll try to take on the 


Introduction 


a aaa A SS A En АИИ 


Dread Lord while they have the chance. In this case, it is 
recommended the DM pull no punches when it comes 
to fighting Dregoth, showing the heroes it may not have 
been a good idea to take on an NPC of such raw power. 


Adventure’s End: Unless a DM wishes to remove 
Dregoth from his Dark Sun campaign by allowing the 
heroes to kill him at the conclusion, the Undead Dragon 
King does survive the scenario. As he did following 
his return from the Outer Planes, Dregoth ponders the 
consequences of his failure for the next two years. This gives 
the heroes a reprieve from any retribution by the Dread 
King at least until Free Year 14, the Year of Dragon’s 
Slumber. At that time, the DM can decide whether or 
not Dregoth wishes to take vengeance individually upon 
the heroes (or the Tablelands in general.) This also allows 
him time to explore his rise to 30th-level dragon, which 
he presumed was an impossibility for close to 2,000 years. 
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Dread King’s Following 


During the course of the adventure, disciples of Dregoth 
have spread across the Tablelands at the command of 
their master. These spies, obscured through use of psionics 
and templar magic, have been concealed in every city- 
state of the Tyr region, watching for anything that may 
impede the wicked campaign of the Dread King. This 
would include any deeds on the party's behalf that are 
blatantly opposed to the plans of Dregoth. Exploits of 
this nature would likely be noticed by spies in Raam, 
Nibenay, and Balic. There is also a 4096 chance of New 
Giustenal agents appearing in some of the smaller cities 
the heroes may stop at, such as Cromlin, Fort Inix, and 
Last Port, to name a few. 

When encountering any of Dregoth’s followers anywhere 
outside of New Giustenal, use the following statistics for a 
single dray spy, should the heroes uncover one. In major 
city-states, these dray are accompanied by Id6 skilled 
dray warriors. Use of these dray NPCs is left up to the 
DM, placing them in the adventure to create suspicion 
and paranoia. 

Note that the death of a dray templar makes Dregoth 
aware that one or more of his spies may have been 
uncovered. In his paranoia, the Dread King automatically 
assumes his plan may have been uncovered by outsiders 
(especially the sorcerer-kings). In this case, the DM 
should send additional dray reinforcements against the 
heroes during later encounters throughout the adventure 
(especially when the heroes travel to New Giustenal). 
All dray are disguised in concealing cloaks and tattered 
wrappings, or by the use of spells and psionics, and carry 
an amulet of the dragon. 


Templar Spy of Dregoth 


Dray Male Templar/Psionicist (I0th/7d): АС I8 
(natural/hide/Dex); MV 12; hp 6I; Attack +II or +10; 
#AT I or 3/1; Dmg Id6+5 (metal short sword +I) 
ог 146+4/146+4/144+4 (natural attacks); SA spells/ 
psionics; SD half damage from fire; SW x2 dmg from 
cold, -2 in bright light, SZ M (7 feet tall); ML Champion 
(15); AL LE; XP 4,000 

S 19, D I7, C 15,115, W I6, Ch 9 (16 for dray) 
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Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks 

Personality: Loyal, wicked, corrupt 

Special Equipment: Well-crafted hide armour, short 
sword +I, 5410 ceramic pieces 


Spells (5/5/3/2)! 

Ist level—bless, cause light wounds, cure light wounds, 
fear, command. 2nd level—charm person, hold person x2, 
might of the sorcerer-kings, obscurement, 3rd level— cause 
blindness, curse, summon insects; 4th level—cure critical 
wounds, cause critical wounds 


Psionics Summary 
PSPs: 53; Power Check: +8 
MAC: I6 


Powers 

Ist level—ballistic attack, conceal thoughts, control 
sound, ego whip, project force, sense link 2nd level— 
ESP, invisibility, levitation, send thoughts, static discharge, 
thought shield, 3rd level—dimensional door, soften; 4th 


level—animate object, kinetic blast 


! Dray templars suffer from the same spell loss as 
regular priests due to the godhood spell. The DM should 
adjust accordingly, depending on how far the adventure 
has progressed. 


These Spies of Dregoth should be played as cautious, 
clever NPCs whose primary concern is to report any 
obstacles they observe that may interfere with their master's 
plans. Once information is gathered, the spy uses send 
thoughts to inform either his superiors of the situation, or 
Dregoth himself, if he is not otherwise engaged with the 
godhood spell. 

In most cases, these spies try to avoid melee situations 
against superior forces; however, they may engage individual 
heroes in certain situations. If encountered with Id6 dray 
warriors, the templars flee at the first sign of a losing 
battle. Their favoured tactic is to use dimensional door to 
escape, but they may rely on invisibility and levitation to 
make a simple getaway. 


Elite Dray Warriors (Id6) 


Dray Male Warriors (I0th-level fighters): AC 18 
(natural/hide/Dex); MV 12; hp 67 each; Attack +12 
or +10; #AT 3/2 or 3; Dmg Id8+5 (dray impaler) or 
1d6+3/1d6+3/1d4+3 (natural attacks); SA +I w/dray 
weapons, weapon spec/impaler; SD half damage from fire; 
SW x2 dmg from cold, -2 in bright light; SZ M (7 feet 
tal); ML Champion (15); AL LE; XP 2,000 

S I8, D IG, C 16,113, W 13, Ch 9 (13) (average 


scores) 


MAC: II 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weap spec. in impaler. 

Personality: Loyal, corrupt, brutal 

Special Equipment: Dray-crafted impalers (metal), dray 
bone dagger, raiments 


The Godhood Spell 


During his time on the Outer Planes and through research 
completed since returning to Athas, Dregoth devised what 
he believes is a spell to achieve divinity. The godhood 
spell is a IOth-level psionic enchantment that can only 
be cast by a dragon or avangion. The godhood spell, in 
its current form, can only be cast to affect Dregoth (as a 
29th-level dragon, a Champion of Rajaat, and an undead) 
during a specific lunar cycle of Ral and Guthay. 

The caster must understand and be able to manipulate 
the ancient forces of the Pristine Tower, which the Dread 
King is going to use to cast the final stages of the spell. 
Lastly, the information on preparations, components, and 
how to cast the spell are all contained within Dregoth’s 
mind and are not recorded in any other form. 

Overall, the possibility of a sorcerer-king or other entity 
casting this spell, let alone getting it to function as 
Dregoth wishes, is virtually impossible. However, if enough 
information is gathered regarding the godhood spell, other 
sorcerer-kings may wish to use it as a basis to increase 
their own level of power (such as speeding along their own 
dragon metamorphosis.) Information on this possibility is 
not presented within, and would have to be generated by 
the DM at the conclusion of this adventure. 
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The godhood spell is cast in eight stages. As each stage 
of the spell is cast, the spell levels a priest (cleric, templar, 
and druid) can prepare decreases in power. Any spells 
the priest has prepared at the time are not lost but, once 
they’re cast, they cannot be relearned. Priests who wish 
to change spells of a lost level also meet with failure, as 
the level of power they can access from the Inner Planes 
can no longer pass through the elemental conduits. The 
casting of each stage also results in the loss of innate 
priest powers, such as an elemental cleric’s ability to gate 
elements. The loss of each innate power directly reflects 
the spell level (or character level) needed to use it. For 
example, an elemental fire cleric can gate in raw flame 
from the Elemental Plane of Fire at 7th level. This ability 
would vanish with the loss of 7th-level spells. 


Stage One: This stage is cast by Dregoth from his 
Dread Palace in New Giustenal. This stage results in the 
loss of spells above 7th level. Since none of the heroes 
should have attained the level needed to cast these spells, 
they do not effect any that may be currently prepared. 
Innate abilities gained by being 9th level or higher are 
also lost. This stage of the spell is a preparation for stages 
to come, cutting off higher access to the Inner Planes. 


Stage Two: The second stage is critical to the spell and 
deals with Dregoth’s invasion of Raam. This portion of 
the spell requires the forfeit of 1,000 living beings who are 
not required to be worshippers of the caster (as may be 
required with other IOth-level spells). The life force from 
the Raamites is used to fuel the spell’s next four stages. 
Completing this stage results in the loss of 7th-level spells 
by all the priests of Athas, and innate abilities gained 
by being 7th level or greater. This is the first stage of the 
spell that may be "felt" by the heroes (see below). 


Stage Three: This is the first of four stages of the spell 
that prepare Dregoth for his evolution from mortal to 
god, and is once again cast from the Dread Palace. The 
energy needed to complete these stages takes the form of 
the former citizens of Raam, and draws energy away from 
the elemental conduits. Completing this stage results in 
the loss of 6th-level spells and innate abilities gained by 
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being a Gth-level or greater priest. Additionally, all wizard 
spells that summon or draw power from the Inner Planes 
(such as conjure elemental) fail in the attempt. Said spells 
can be prepared as normal, but produce no effects. 


Stage Four: This is the second of four stages of the 
spell that prepare Dregoth for the evolution to godhood 
cast from the Dread Palace. The completion of this stage 
results in the loss of 5th-level spells and innate abilities 
gained by being a 5th level or greater priest. 


Stage Five: This is the third of four stages of the spell 
that prepare Dregoth for the evolution from mortal to god, 
cast from the Dread Palace. The completion of this stage 
results in the loss of 4th-level spells and innate abilities 
gained by being a 4th-level or greater priest. In addition, 
all summoned elementals and elemental beasts (including 
paraelementals) across the face of Athas are banished 
back to the Inner Planes, unless protected by powerful 
wizard spells or other circumstances rationalised by the 
DM. Artifacts and magical items that tap the Inner 
Planes for energy (such as a ring of elemental command) 
fail to function at the completion of this stage. 


Stage Six: This is the last of the four stages cast from 
the Dread Palace. Completing this stage results in the loss 
of 3rd-level spells and innate abilities gained by being a 
3rd-level or greater priest. At the conclusion of this stage, 
Dregoth leaves New Giustenal for the Pristine Tower to 
execute the final two stages, leaving High Templar Mon 
Adderath in charge of his underground city. 


Stage Seven: This is the penultimate stage of the spell 
designed to prepare the conduits to switch from the Inner 
to the Outer Planes upon completion of the final stage. 
The conclusion of this stage results in the loss of 2nd- 
level spells and any other remaining innate abilities a 
priest may possess, including the ability to turn undead 
(cleric and templar only). Creatures with close ties to the 
Inner Planes, such as drakes and spirits of the land, fall 
into a state of hibernation from which they'll eventually 
die if the elemental conduits are not restored. Depending 
on their timing, the heroes may have a chance to disrupt 
Dregoth’s spell before the completion of this stage. 


Stage Eight: Unless the heroes prevent the final stage of 
the spell from being completed by the Dread King, there 
is a chance the elemental conduits may be permanently 
damaged. This is the most critical portion of the spell, one 
requiring Dregoth’s near undivided attention to complete. 
It is at this point the heroes have a chance to disturb 
Dregoth’s casting. It is also here the heroes may have to 


go head-to-head with the mighty Champion of Rajaat. 


Beginning with stage two, priest characters are able to 
“feel” the completion of each stage of the godhood spell 
being cast, as their connection with the Inner Planes 
becomes more defunct. A priest can only “feel” a stage 
being completed if he can cast a spell level that is affected. 
If a cleric can only cast Gth-level spells, he does not "feel" 
the spell until stage three. As Dregoth completes each 
stage, all priest class persons on Athas must make a 
saving throw versus spells or lose consciousness for Id4 
turns. A negative modifier of I is applied to the saving 
throw for every stage of the spell beginning with stage two 
(ie, -I at stage two, -2 at stage three, etc), even if the 
priest does not "feel" previous stages of the spell. 


Beginning the Adventure 


Depending on а ОМ individual campaign, there are 
several different methods to launch the heroes into 
the plot of Dregoth Ascending. The single common 
denominator for all heroes to begin the adventure is they 
cannot commence play in or near the city of Raam. It 
is critical they discover Raam is being attacked while 
they are not in that city-state, then rush to its defence 
for a reason supplied by the DM (arriving only at the 
conclusion of the battle). The DM can choose one of 
the following devices to begin the adventure, or choose an 
appropriate one of his own. 


Elemental Master: With the completion of stage one 
of the godhood spell, priests of Athas who are 20th-level 
advanced beings are the first to feel its effects. If a character 
has a former mentor or acquaintance who has reached this 
level of power, they contact the hero and inform them of 
a mysterious force tampering with the elemental conduits 
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to the Inner Planes. That particular entity is far across 
Athas (or is possibly contacting the hero from the Inner 
Planes) and asks him or her to investigate its occurrence. 
The advanced being also explains that the source of the 
spell is still in contact with the conduits, and is presently 
moving towards the city of Raam. 


Raamite Comrades: One or more of the heroes has 
a companion in the city of Raam, who informs them of 
a large force of unknown creatures heading towards the 
city. This contact advises the heroes that the noble and 
merchant leaders of the city sent out an emissary to see 
what the strange horde wanted, who was summarily slain. 
The Raam contact tells them the ruling forces of the 
city are preoccupied with bickering amongst themselves 
over what course of action to take, and he doubts there'll 
be anyone to defend the city when the hostile troops 
arrive. He implores the heroes, whose reputations are well 
known, to lend whatever assistance they are capable of to 
safeguard the city. 

Investigation: The heroes have been ordered (or asked) 
to confirm and report on strange rumours regarding an 
army on its approach towards Raam. If the heroes have 
no reservations about working for sorcerer-kings or their 
agents, one of the remaining Champions of Rajaat has 
the heroes make their way towards Raam to see what 
new disaster is forthcoming. The primary reason for the 
heroes being chosen over the sorcerer-king's own templars 
is that chances are the party is more equipped to deal 
with unforeseen predicaments that may arise (such as the 
characters getting caught up in the battle) Additionally, 
the sorcerer-kings already suspect what events have been 
set in motion and require confirmation of their suspicions. 


Happenstance: One of the easiest ways to get the 
heroes involved in the adventure is for them to be in the 
right place at the right time (without actually placing them 
in Raam). The party could be traveling to Raam with a 
caravan to do business with House M’ke, visiting friends 
or relatives, or may have a need to stop somewhere to 
replenish their water and other supplies when they observe 
Raam's force on the brink of complete annihilation. 


Vendetta: One or more heroes who have played, and 
survived the adventure in City by the Silt Sea receives 
a message from the Undead Dragon King by unknown 
courier. Dregoth recalls the characters from the time they 
trespassed in his domain, and has this missive for them: 


"[ have not forgotten you mortals. Because of your 
actions in New Giustenal, I have decided the city-state of 
Raam shall pay for your sins. As you read this, my army 
has descended upon the city-state of my former adversary 
Abalach-Re and, since she is not present to partake of my 
revenge, the death of a thousand citizens shall be upon 
your heads.” 


—The Dread King 
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This message is a ploy by Dregoth to lure the heroes 
to Raam so he can kill them along with the other 1,000 
Raamites. Though it is not the primary reason for his 
attacking Raam, Dregoth hopes to kill the heroes as an 
“added bonus” before leaving this world for divinity on 
the Outer Planes. 


Chapter One: 
The Day of Light 


“It was the end of the world as far as many of us were 
concerned. An unknown army of great power and 
number, sweeping over the southern sand like a swarm 
of locust on a defenceless crop of wheat (that’s what it 
was like) While the nobles and House M'ke bickered 
over the defence of the city, the saviour Leviath the Calm 
assembled what warriors he could find and braced for 
the attackers' first assault. Raam had no chance, even 
before the army reached the Mastyrial Gate. The mere 
sight of the strange lizard-like creatures sent a wave of 
panic through a quarter of the assembled force, and their 
unbridled nature in combat along with horrendous spells 


sent another quarter running after only a few minutes. 
The rest simply died." 


—Jendic the Salt Merchant 


Survivor of the Massacre of Raam 


Chapter Overview 


This chapter begins the adventure with action and drama 
as the heroes walk right into a losing battle on the part 
of the Raamites. For whatever reason (see Beginning the 
Adventure above), the heroes race to Raam to investigate 
rumours regarding the city being under attack. Before they 
actually reach Raam, the DM has the option to insert 
one or two optional encounters along the way for those 
who aren’t traveling to the city-state by magical means. 
As the heroes approach he city, they see its under 
attack by Dregoth’s forces, his army thrashing the city 
at the southern Mastyrial Gate. Should the heroes wish 
to help fend off the dray troops, they can enter the city 
from the western Nawab Gate and make their way where 
survivors are fleeing the superior forces of Dregoth. As the 
heroes enter the city, a surviving warrior of Leviath the 


Calm (or another NPC the party is familiar with) fills 
them in on the situation. Shortly afterwards, other NPCs 
present the party with reasons to head into the war-zone 
to rescue survivors, while other Raamites have pulled back 
to the northern quarter of the city to prepare a last stand. 
This portion of the adventure supplies the DM with 
various possibilities regarding the partys actions during 
. the crisis and use of the map of Raam is encouraged. 


Eventually Dregoth is supplied with the life force he 
needs to move on to the following stage of the godhood 
spell, and breaks off his attack on the city. This should 
come as a complete shock to the heroes, as it is clear the 
Dread King has Raam on the brink of destruction and 
it would take little effort to finish the defenders off. This 
leaves the heroes standing in the middle of a war-torn 
city surrounded by nothing but chaos and fear. Finally, 
this chapter sets the stage for the future of Raam beyond 
this adventure, allowing the DM to use it in subsequent 
games. 


Status oj Raam 


Prior to the heroes’ involvement in the battle at Raam, 
they must somehow reach the city. This portion of Chapter 
One sets the stage for the party’s arrival in Raam, filling 
in the campaign time it actually takes the heroes to reach 
the battle. The concepts presented below are suggestions 
for the DM on how the heroes are to reach Raam. The 
remainder of this section deals with what is happening 
and where when the heroes arrive. It is important for the 
DM to read this section several times, keeping track of 
activities of the heroes, NPCs, and Dregoth’s forces until 
they flee the city. 

There are three possible means for the characters to 
reach Raam in any given amount of time: overland travel, 
overland magical travel, and through the use of spells or 
psionics. Refer to page 22I of the Campaign Guide for 
complete rules and information on overland movement. 
There is also a chance for the party to have a random 
encounter en route, should the heroes approach Raam 
from the south. 


Overland Travel: No matter what direction they come 
from, the characters must travel overland at the speed 
of the slowest party member or mount. Halflings are 
the slowest when moving overland, followed by dwarves, 
pterrans, and humans, while the fastest include elves, 
muls, half-giants, and thri-kreen. 

Aarakocra characters who fly can avoid the penalties 
of traveling over rough terrain and limitations faced by 
following roads. e 


Although the characters’ arrival time at Raam is pre- 
set as far as the adventure is concerned, the DM should 
instil a sense of urgency to their travel. 

The direction the heroes come from is also significant 
to their approach of the city. Heroes traveling in from the 
southern road to Raam come into direct contact with the 
rear of Dregoth’s army (and most likely Dregoth himself) 
Dregoth stands outside the southern Mastyrial Gate of 
the city with an impressive band of high-level templars 
and undead giants, and the heroes would be wise to avoid 
a direct confrontation at this time. Since the Mastyrial 
Gate is blocked, any Raamites fleeing the city have done 
so through the Nawab, Eastern, and Ghost gates. 

Heroes coming in on the northwest or eastern roads 
encounter refugees up to I5 miles from the city. The 
earliest refugees left before the dray army, seeing the city 
was about to fall to a superior force. As the party comes 
closer, they'll encounter Raamites who can supply them 
with superior intelligence regarding the enemy attack. 
Use the following examples of what information fleeing 
Raamites may give the party, regardless of which direction 
(west or east) they come from. This information is obtained 


from families, nobles, and soldiers, all in flight from Raam: 


10+ Miles from Raam 

“A huge army masses outside the southern gates to the 
city yesterday. The controlling nobles and leaders of 
House Ме have been arguing about what to do as the 
army was preparing to attack. My family resolved not to 
wait round and see what was going to happen, deciding 
to take our chances in the desert.” 


“The army had creatures I've never seen before, led by 
the Dragon himself. returned from the grave. The city is 


surely doomed.” 


5-10 Miles from Raam 

“The noble’s ambassador to the unknown army was fatally 
wounded right before our eyes, and his body presented 
to the Dragon, who finished the job. When I saw that, 
I headed right for the gates. Better to take your chance 


under the rule of a sorcerer-king than suffer a ghastly 
death under the delusion of freedom.” 


Chapter One: 
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“Many of the soldiers manning the walls ran moments 
before the attack began. I think they used some sort of 
magic on them. More ran as the attack began. It was 


horrible." 


I-4 Miles from Raam 

“They ve taken the southern half of the city! The walls 
have been breached and the remaining forces have drawn 
back to the northern Noble Quarter. Nothing can stop 
them!" 


“Theyre not killing everyone. Prisoners and those not 
quite dead are being taken to the Mastyrial Gate for 
some ghastly purpose — presented to the Dragon no less. 
Better to die a thousand deaths than be given to that 
horrifying creature." 


Overland Magical Travel: Given the party's levels, 
it is quite possible they have some magical means of 
travel across the Tablelands to reach Raam. This includes 
magical spells such as fly, items such as a ring of flying, 
or being transported by a summoned air elemental. 
Whichever the case, this method of travel can greatly 
speed the heroes along their way to the city. Unless the 
heroes stop to talk with fleeing refugees, they'll likely reach 
Raam in a short period of time, with only aerial random 
encounters as a possible distraction (see below). 

Should they stop for refugees, use the examples presented 
above for information on the status of the attack. As they 
approach Raam, flying heroes also gain a great tactical 
advantage over those on the ground, being able to see 
the general location of the dray forces and the scattered 
Raamites. 


Magic & Psionic Travel: Lastly, it is possible that 
high-level wizard or psionicist characters may be able 
to instantly transport some or all of the party to Raam 
the instant after they hear of its invasion. While there is 
nothing to stop the heroes from taking advantage of this 
ability, the DM should take into account the fact that 
the city is currently under attack by a hostile force (one 
the heroes may suddenly be thrust into without warning 
or other counsel). 


Remember that magical spells such as teleport and 


psionic powers like probability travel require the character 
to have visited the location (Raam) at least once before 
attempting to travel there. If the heroes only remember the 
southern section of the city, they’re likely to teleport into 
the very centre of the conflict (or worse yet, at Dregoth’s 
very feet!) 

If the heroes are not overly specific in their destination 
(such as by saying “the city of Raam”), citing the fact that 
they ve been there already, have them roll on the following 
table for the general location in which they appear. These 
characters are supposed to be seasoned adventurers and 
should know the hazards of transporting into an area 
without being overly specific of their destination. See 
below for descriptions of these locations. 


Table I: Magical & Psionic Transportation 


d20 Roll Location 

I-7 Nawab Gate 
8-I3 Eastern Gate 
14-16 Noble Quarter 
17-19 Coins Quarter 
20 Mastyrial Gate 
Events 


Regardless of how they get there, sooner or later the heroes 
end up somewhere in Raam (and are almost instantly 
thrown into a state of chaos). The actual time they arrive 
in the city is pre-set for the purposes of the adventure. If 
the DM wishes to shorten the adventure, or does not wish 
to run the hit-and-run portion of the scenario, it is best 
to skip to Raam in Ruins and proceed from there as if 
the heroes had arrived too late. However, this portion of 
the adventure can be exciting as the characters race their 
way through the southern ruins of the city in search of 
survivors, and the DM is encouraged to not only run it 
but have fun doing so. 

As the heroes arrive in the city, a number of events 
have occurred or are going to occur within minutes. At 
this time, there is little to nothing that can be done to 
prevent these events. 
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The forces of Dregoth have secured the Mastyrial 
Gate and several surrounding blocks, patrolled by 
dray kalin riders. Dray templars and fighters have 
begun moving out into the city in search of the 
remaining victims they need to appease their master. 
The remains of Leviath the Calm's troops that first 
engaged the dray force, being a tenth of its original 
size, has pulled back to the Noble Quarter to regroup. 
Here, Leviath hopes to gain some time and the aid of 
the noble and merchant forces that have yet to enter 
the conflict. 

The dray have presented their master with the life 
force of roughly 800 Raamites so far. The remainder 
must be searched for among the survivors hidden in 
southern buildings, or they must begin a press into 
the Noble Quarter. 

Dray kalin riders are making their way around the 
eastern edge of the city in an attempt to ensnare 
refugees fleeing towards Draj. Given the number of 
people in flight, this tactic allows the dray to catch a 
greater number of Raamites not likely to oppose them 
(ie, women, children, and unskilled fighters). 

When the attack came, the nobles (and some 
merchant lords living there) blocked the entrances 
to the Noble Quarter, causing Raamites to either 
flee the city or go into hiding. Though the gate to 
the Noble Quarter was later opened (personally) by 
Leviath the Calm, many Raamites are still out of sight 
within buildings in or near dray-occupied territory. 
Leviath and a handful of others are preparing to 
return to the southern quarter to search for survivors, 
despite the dray forces. All Raamites who had an 
opportunity to flee the city are more or less gone, 
and those seeking shelter in the Noble Quarter are 
already (or soon shall be) there. 

Due to his use of magical illusions, Dregoth has 
appeared to Raam in the form of a living dragon 
king. Nearly all Raamites believe the Dragon (ie, 
Borys of Ebe) has returned to conquer a city without 
its sorcerer-queen. Those who may actually know the 
truth and existence of Dregoth have either not yet 
realised the deception or have not been able to voice 
their conclusions amidst the chaos. 


Location Activity 


Upon their arrival in the city, the heroes are instantly 
aware of any activity in that area. As the adventure 
progresses conditions at these locations may change based 
on the hero's or other's actions, but can remain the same 
for the most part until Dregoth's forces pull out from the 
city. The DM should show the players Map #1 (Raam), 
blocking out areas they cannot currently see with an 
opaque piece of paper. As they move throughout the city 
uncover various segments to expand their surroundings. 
Meanwhile, the DM should refer to Map #2, depicting 
dray troop movements, stationary forces (including 
Dregoth’s command post), set encounter areas, and various 
oe 
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hideouts, groups of survivors, and last-stand bastions for a 
basis of how to begin the party's movement through the 
embattled city. 

Use the following information regarding each section of 
the city, depending on where the heroes make their first 
appearance to launch their Raam adventure. 


Nawab Gate: This gate, on the western side of the 
city, is currently several blocks from the fighting, and has 
become a central point for agents of Leviath to attempt 
to herd survivors into the Noble Quarter, while others 
have used the gate as a primary means of escaping the 


city. Should the heroes walk in through the gate, they'll 
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attract the attention of one of Leviath’s lieutenants, since 
the heroes are entering the city instead of leaving it. 
This person can also be an NPC friend of party who 


summoned them here. After the heroes arrive in the city, 


relate to them the following (this text can also be used as 
a description by an NPC at the Eastern Gate, see below): 


The city-state of Raam is in a state of pandemonium 
that rivals the death of King Kalak of Tyr twelve years 
past. Citizens rush blindly from building to building, 
many doing their best to hide from the advancing army 
threatening from the Mastyrial Gate. Many Raamites 
have decided to take their chances in the desert to the 
north and west, while a small group of men are frantically 
herding others into the secure walls of a northern district 
of the city, where it appears they are to make their last 
stand. To the south, you hear frequent screams of terror, 
see sporadic flashes of magical energy, and hear inhuman 
cries of triumph from a mysterious enemy. 


Once the heroes make contact with a familiar NPC, 
one of the men telling citizens to head to the Noble 
Quarter, or just a random passer-by, read (or paraphrase) 
the following text as he relates the history of the attack: 


“Word has it the merchant house of Ме knew of the 
approaching army for days before they appeared at the 
Mastyrial Gate,” relates the Raamite, “and did nothing 
but bicker with the nobles until it was too late. They 
paused outside the gate for some time, for what Im not 
certain, but it gave Leviath the Calm a chance to rally 
a force of men and women to repel the assault (though 
it was doomed from the start). Those who either fled or 
survived the first attack say the opposing horde of strange 
creatures numbered over two thousand, and the paltry few 
defenders stood no chance. And to top it off, the sons of 
a kank nobles and merchants pulled their considerable 
forces to the Noble Quarter and sealed the gates. Were 
it not for Leviath breaking down the gates, we would have 
all had to flee into the desert. 

“When the first wave was over, the enemy stood 
victorious over the ruins of the Mastyrial Gate, and it 


was then the Dragon appeared. We had all been told 


19 


the Dragon was killed two years ago by rebels from Tyr. 
None of us expected to ever see him again. If the morale 
of Raam wasnt already broken by the invasion, it was 
shattered at the sight of the Dragon. At the sight of the 
great beast, the nobles sent an emissary to see to the 
creature's demands, which was what Abalach-Re used to 
do for the levy. The invaders attacked the man beneath 
his white flag, and dragged his bleeding body before the 
Dragon. As the man pleaded for his life, the monster 
drained the life force from his body, reducing it to ash. 

“Lastly,” he concludes, "before many of us made our way 
toward the Noble Quarter, we saw a truly frightening sight. 
A group of several hundred people, of a mixture of races, 
issued forth from a building thought to be unoccupied 
and presented themselves to the Dragon. They praised 
him as their “saviour,” and were then sent to the same 
horrid death as the nobles emissary. This seems to be the 
fate of nearly all who stand against the enemy, as they 
are concerned more with capturing people and presenting 
them to the Dragon for their life force. With what left of 
Leviath’s force pulling back to the Noble Quarter, those 
left behind have hidden in buildings from the patrols that 
now roam the southern quarter. One thing is for certain: 
Raam is never going to be the same again." 


If the person relating this information is a member of 
Leviath's original force (or a prominent NPC the party is 
familiar with), add the following: 


"Now that a large number are safe for the time being 
behind the walls of the selfish nobles, many of us are 
going back into the city to try and rescue those who may 
be trapped there (and maybe kill a few of those hideous 
creatures for what they did to our city) Patrols have 
broken away from the main force still poised at the front 
gate, and may be easier to defeat with quick strikes and 
ambushes in dark alleyways. Well, are you with us?" 


If the heroes decide to join the forces of Leviath, see the 
Noble Quarter, and the section below entitled Dregoth's 
Invasion for the enemy's tactics. The DM may also have 
to refer back to Location Activity for added details on 
certain sections of the city. 


Queen’s Hill: North of the city are the remains of 
the palace belonging to Abalach-Re, which was looted 
and destroyed following news of her death two years ago. 
Throughout the entire invasion, there is strangely no 
activity in this area other than a few hiding templars. 
When the heroes return to Raam in Chapter Three 
they'll have an opportunity to explore this area. 

Eastern Gate: Unlike the Nawab Gate, this location 
is actually much closer to the edge of the fighting, and 
has less traffic to deal with. Nearly everyone who tried 
to leave the city through this gate already has, though a 
few stragglers can be seen here and there. One of these 
stragglers can relate the condition of Raam as described 
by an NPC at the Nawab Gate, but would not know of 
Leviath’s plans to re-enter the city to look for survivors. 
Entering through this gate actually brings the heroes closer 
to the dray patrols than anywhere else in the city, with the 
exception of the Mastyrial Gate. As Dregoth is receiving 
the last of his victims’ life force, a handful of patrols reach 
the Eastern Gate from within the city - just before they 
are ordered to retreat to the Mastyrial Gate. 

The primary hazard with entering and exiting from 
the Eastern Gate is that four squadrons of dray kalin 
riders have been ordered (as the heroes arrive) to circle 
around to the Eastern Gate in an attempt to snare fleeing 
Raamites. Two squads are ordered to the road to catch 
up to those already in flight, while the remaining two lie 
in wait for those who choose to abandon the city from 
that moment on. The DM also has the option of having 
the heroes encounter a squad or two of kalin riders as 
they approach from the east, or if they return to the 
Eastern Gate at any point during the invasion to regroup 
or attempt to flee the city. 

North and south of the Eastern Gate are several hideouts 
manned by templars, who have refused to abandon their 
city. Beyond these, to the north, lies the Coins Quarter, 
where the Night Runner elves are fighting a large force 
of dray for control of the territory and to capture victims. 
This is the largest single concentration of fighting left 
in the city, centered on a dray attempt to take more 
territory, and continues until the dray forces retreat to the 
Mastyrial Gate (unless the heroes intervene in some way 
and end the battle prematurely). 
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Throughout the entire battle, the dray manage to 
capture one or two Night Runners (and the occasional 
hiding merchant) every turn, dragging them to the south 
to present to Dregoth. Should the heroes aid in saving 
members of the Night Runners, the elves do not forget 
this act of kindness on their part, possibly assisting them 
later on in the adventure (probably Chapter Three). 


Noble Quarter: In the days following the death of 
Abalach-Re, the noble families of Raam fought for control 
of this section of the city with each other, separating it 
into smaller sections like raiding desert tribes. At the 
onset of Free Year II, the remaining nobles gathered 
together to form an alliance and stand as a single force 
against other developing factions of the city. In doing so, 
they formed a loose alliance with House M'ke, the second 
largest faction in Raam. In the past few months, they've 
been working to bring the city under their control, though 
its obvious to everyone that each side has its own agenda 
for the city's future. 

Though House M’ke stil controlled much of the 
southern half of the city, the traders moved the base of 
their operation to the Noble Quarter to fortify themselves 
against some of the more vicious groups roaming the city. 
With a considerable force of soldiers at their command, this 
unholy alliance created a city within a city, strengthening 
the walls of the district to withstand attacks by other 
armed camps. In the days before Dregoth’s attack on the 
city several of the bands were to meet with the nobles 
and House Me, under the management of Leviath the 
Calm, to bring some sort of order to the city. This of 
course never happened. 

When a M'ke caravan from Nibenay brought news of 
the approaching army, they secretly brought news to the 
Noble/Merchant Alliance before announcing it to the 
rest of the city. The two factions squabbled over what to 
do for nearly a day - House M’ke wanted to cut their 
losses and flee the city while the nobles, not willing to 
give up the booty they gained from raiding Abalach-Re's 
palace, wanted to fortify themselves in their district and 
let the rest of the city die. The army approached faster 
than either side realised, and, before they knew it, the only 
thing left to do was implement the noble’s plan of closing 


off their district - even leaving some of their own men to 
face the approaching horde. This course of action shall 


surely set a hostile tone between surviving factions of the 
city for years to come. 

At the time the heroes arrive in the city, the western 
gate to the Noble Quarter has been broken down, and 
many remaining Raamites have rushed through seeking 
shelter. Though the Noble/Merchant force has enough 
soldiers to repel those entering their district, the noble 
leaders have forbidden it. The reason for this is if the dray 
press north, they'll need every man and woman they have 
to repel the clearly superior force. 

If the heroes enter the Noble Quarter on foot during 
the course of the invasion, read or paraphrase the text 
provided for the Nawab Gate if they have not already 
heard it. This may change their minds about seeking 
shelter there, motivating them to help rescue those trapped 
to the south. 

If the heroes magically appear in the Noble Quarter, 
the DM can paraphrase the same text, changing it slightly 
to reflect the current situation. Since several members of 
Leviath’s remaining force have retreated here, it is a simple 
matter for the heroes to learn significant information 
regarding the assault. 

Since everyone in the Noble Quarter is preparing 
themselves for an attack from the south, no one really 
has time to help the heroes in any endeavour they may 
undertake (such as seeking out controlling nobles or 
members of House M'ke). Should the heroes seek them 
out on their own, they'll be unsuccessful, as some of the 
most prominent Raamites left have either fled with what 
little they could carry or are extremely well hidden. In any 
case, this is not the time for the heroes to be embarking 
on wild goose chases when the future of the city is at 
stake. 

The DM should remember that the main force of 
Dregoth’s army never reaches the Noble Quarter. In fact, 
it is the safest place in the city during the entire attack. 
Any refugees, injured, or otherwise lost Raamites the 
heroes come across should be directed to this district. 

There is also a chance for the heroes to come into 
contact with Leviath the Calm once they reach the Noble 
Quarter. The otherwise peaceful half-giant can be found 
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at the Garden of Benevolence, giving orders to several 
different factions of Raam (House M'ke guards, slaves, 
noble bodyguards, Night Runner elves to name a few), 
who are executing his every command. It is quite apparent 
that the normally gentle half-giant has stepped forward to 
be the leader in this crisis, and that many Raamite have 
turned to him for guidance since their normal leaders are 
either not present or have clearly abandoned them. 

If the heroes state that they'll offer their help to Leviath 
as he and some others head back into the battle zone, 
read or paraphrase the text below. If not, they'll have to 
wait until after the battle to talk to him regarding any 
subject. 


“The first part of the battle is over my friends,” states 
Leviath, “and we have lost much. The creature that 
appears to be the Dragon has killed thousands, and has 
killed another thousand by stealing their life force. Were 
not the Dragon reported dead, one would think the levy 
had returned to Raam. Regardless of what has begun, it is 
far from over - and many are still trapped in the southern 
half of the city. My scouts have reported that the creatures 
- I think theyre called dray - have claimed a large 
portion of the southern districts and are searching for 
hidden folk still trapped there. Another group is reported 
to be engaged with a large number of the Night Runners 
elf tribe at the edge of the Coins Quarter, and it appears 
as if its the largest single battle still going on. 

“In just a few moments,” the halfgiant concludes, “a 
group of us are going back in to try and rescue those 
still trapped there before they re found. The main dray 
force is now scattered throughout the area searching for 
hidden victims, small forces of up to a dozen dray fanned 
throughout the streets and alleyways. We could not stand 
up to their full force, but these smaller groups are another 
matter. Are you with us?” 


If the heroes agree, Leviath allows them to choose 
whatever direction they wish to go and works around 
them with his own patrols, as it’s apparent they have more 
experience than many of his current assemblage. Should 
the heroes come across survivors, they should escort them 
back to the Noble Quarter, or at the very least tell them 


that its a much safer place to be at this time - then 
regroup there later for a last stand. Leviath also mentions 
that the heroes would be foolish to try and take on the 
Dragon, since he is accompanied by high-level templars 
and several undead giants (see below). 


Coins Quarter: Hovels and shops mingle with the 
living quarters of those whose livelihood depends on 
commerce. Although Raam’s main market is the circular 
Trade Court, where the citys main roads meet, home to 
booths and tents of local traders, the Coins Quarter is 
where most businesses are. From the moment the heroes 
arrive in Raam until the time Dregoth’s forces retreat, 
several squadrons of dray solders and kalin riders have 


been fighting forces of the Night Runner elf tribe here. 
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In the time since the death of the Dragon, the elves 
of the Night Runner tribe have been abandoning many 
of their operations across the Tablelands or, in some 
cases, reducing their presence and have concentrated their 
efforts on the chaotic city of Raam. Eventually, all but the 
Quarter Moon clan and part of the Full Moon clan were 
based in Raam, concentrating their efforts on infiltrating 
nearly every aspect of the city. Hukaa plans on turning 
Raam into the first elven city in 3,000 years by the end 
of this King’s Age and has many in her tribe convinced 
this is an attainable goal. 

Using their considerable espionage and assassination 
skills, the Night Runners were able to seize nearly half of 


the Coins Quarters business from House M'ke and the 
nobles. Though Hukaa’s intentions are purely self-centred 


and corrupt, recent control of the district by the elves has 
actually brought a fraction of placidity to an area, making 
it more agreeable for Raamites to trade with the Night 
Runners than House M’ke. Given their success in the 
past few months, Hukaa and the leaders of the rest of the 
clans decided to make a last stand to protect what they've 
recently gained. 

Though they did not participate in Leviath's initial 
defence of the city’s southern wall, the chief of the 
Night Runners, Hukaa New Moons, ordered all elves 
of her tribe to pull back to the centre of the district to 
defend their interests there and keep the Ghost Gate 
open. Given their talent for gathering information, Hukaa 
knew of the approaching army and their intents, possibly 
even before the nobles or merchants. Only a few Night 
Runners didn’t reply to her summons, mostly due to the 
lack of word reaching them in time. Not including any of 
their tribe that was not in Raam prior to the attack and 
those she sent out of the city with precious objects and 
information, Hukaa’s force stood at 400 when Dregoth’s 
dray troops arrived in the Coins Quarter. 

Throughout the conflict with the dray troops, the elves 
fight like enraged mekillots, though they're outnumbered. 
Only when they were committed to the battle did the 
Night Runners realise the invaders weren't after the city 
itself, but its occupants. The elves have since fallen back 
into a defensive position. Meanwhile, the dray are using 
not only their kalin riders but their templars and defilers 
are using spells to surgically remove elves from the fight 
and bring them before their master. This is a slow process, 
however, capturing a sparse number of elves every few 
minutes while occasionally suffering severe casualties. 

The Night Runners’ fight against the dray is led by 
Hukaa New Moons, along with the assassin Keelorr Dark 
Moon. The remainder of her force consists of fighters 
(55%), rogues (33%), traders (9%), and a few spellcasters, 
many of which were targeted early by dray templars. Of 
the original 400 Night Runners who began the battle, 
only half survive at the time of the enemy's retreat. Should 
the heroes assist the elves, there is a possibility of reducing 
the number of casualties, and possibly even have a chance 
to drive the dray back (see Invasion Force). See Map #3 
for the layout of the dray/ elf battlefield. 
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Hukaa New Moon 


Elf Female Thief/Trader (12/16): AC I7 (studded 
carru leather, Dex); MV I9; hp 32; Attack +11; #AT 
I; Dmg 1d8+3 (bone long sword +2) or Id8 (long bow); 
SA backstab x4; SZ M (6 5” tall); ML Fanatic (18); 
AL LE 

S 16, D 20, C 12,1 19, W 14, Ch 19 


Notes: Infravision 60°, +I to attack rolls with weapons 
crafted by tribe 

Personality: Staunch, self-centred, inflexible 

Special Equipment: Bone long sword +2, long bow 
w/20 sheaf arrows, 105 cp 

Thief Abilities: PP 85, MS 95, HS 95, DN 75, CW 
85, RL 80, FD 44, BO 35 


Psionics Summary 

PSPs: 6; Power Check: +4 
MAC: 12 

Wild Talent: control light 


Keelorr Da rk Moon 


Elf Female Fighter/Thief (10th/1I2th): AC I9 (braxat 
hide, Dex); MV I8; hp 44; Attack +11; #AT 3/2; Dmg 
1d8+4 (bone long sword +1) or 148 (long bow); SA 
backstab x4, weapon spec/long sword; SZ M (6' 4” tall); 
ML Elite (16); AL LE 

S I7, D I9, C I4, I 14, W II, Ch I8 


Notes: Infravision 60', +I to attack rolls with weapons 
crafted by tribe, weapon specialisation in long sword (+1 
hit/+2 damage) 

Personality: Steady, joyful, deadly 

Special Equipment: Bone long sword +I, long bow 
w/28 sheaf arrows, 75 cp 

Thief Abilities: PP 85, MS 95, HS 85, DN 75, CW 
95, RL 50, BO 30, EB 40 


Psionics Summary 

PSPs: 10; Power Check: +1 

MAC: 10 

Wild Talent: post-hypnotic suggestion 


Night Runners Tribe 


Elf Маје & Female Fighters (220): AC 14 (leather, 
Dex); MV 15; HD 5th-level fighters; hp 35 each; Attack 
+7; #AT I; Dmg Id8+3 (bone impaler) or 146+1 (light 
crossbow); SA weapon spec/impaler, SZ М (6+ tall); 
ML Elite (14); Int Average-Very; AL LE (70%), LN 
(30%) 

S I6, D I6, C 14,1 I2, W I2, Ch I5 (average scores) 

MAC: II 


Notes: Infravision 60’, +I to attack rolls with weapons 
crafted by tribe, weapon specialisation in impaler (+1 
hit/+2 damage) 

Special Equipment: Bone impaler, light crossbow, 30! 
light quarrels, 2d8 cp 


' This number decreases by 3% every turn once the 


battle has begun 


Elf Male & Female Thieves (132): AC 14 (leather, 
Dex); MV IG HD 6th-level thieves; hp 23 each; Attack 
+4 or +5; #AT I; Dmg Id4 (bone bard’s friend) or 
146+1 (light crossbow); ЗА backstab x3; SZ M (6+ tall); 
ML Elite (14); Int Average; AL LE (80%), LN (20%) 

S I6, D I7, C 14,1 I2, W 12, Ch I5 (average scores) 

MAC: II 


Notes: Infravision 60’, +I to attack rolls with weapons 
crafted by tribe 

Special Equipment: Bone bard's friend, light crossbow, 
30' light quarrels, 2412 cp 

Thief Abilities: PP 55, OL 45, F/RT 33, MS 87, HS 
80, DN 52, CW 92, EB 35 


! This number decreases by 2% every turn once the 


battle has begun 


Elf Male & Female Traders (36): AC 13 (leather, 
Dex); MV 14; HD 6th-level traders; hp 2I each; Attack 
+3 or +4; #АТ I; Dmg 144 (bone widow's knife) or 
146+1 (light crossbow); SZ M (6+ tall); ML Elite (13); 
Int Very; AL LE (60%), LN (40%) 

S I5, D I5, C I4, I 14, W I5, Ch I5 (average scores) 

MAC: II 
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Notes: Infravision 60’, +I to attack rolls with weapons 
crafted by tribe 

Special Equipment: Bone widow's knife, light crossbow, 
30' light quarrels, 3410 cp 

Thief Abilities: PP 35, OL I9, F/RT 20, MS 60, HS 
62, DN 4I, CW 60, RL 35 


1 This number decreases by I% every turn once the 


battle has begun 


Elf Male Earth Clerics (51): AC 15 (mekillot shell); 
MV 14; HD 7th-level clerics; hp 33 each; Attack +5; 
#AT I; Dmg 1d4+2 (stone warhammer); SA spells; SD 
ignore earth; SZ M (6+ tall); ML Elite (I4; AL LN 

S I6, D I2, C I3, I I4, W I5, Ch I4 (average scores) 

MAC: II 


Notes: Infravision 60’, +I to attack rolls with weapons 
crafted by tribe, ignores presence of earth for seven rounds 
once per day, gate element (2 cubic feet); meld into stone 
once per day, eliminate tracks, and gains +2 on all saving 
throws vs. earth magic, +I damage from defiling magic. 

Special Equipment: Stone warhammer, 2410 ср 


Spells? (5/4/2/1) 

Ist level— bless, cure light wounds x4; 9nd level— 
dust devil x3, messenger, 3rd level—conjure lesser earth 
elemental, stone shape; 4th level—cure critical wounds 


1 There is a cumulative 4% chance per turn that one 
earth cleric is either killed or captured. 
? There is a 5% cumulative chance per turn for a spell 


to be cast, determined by the DM. 


Elf Female Defilers (3): AC 12; MV I5; HD 9th- 
level defilers; hp 20 each; Attack +4; £AT I; Dmg 
Id4-I (bone dagger); SA spells; SZ M (G+ tall); ML 
Steady (12); AL LE 

S 12, D I6, C 13,1 I9, W I5, Ch 9 (average scores) 

MAC: II 


Notes: Infravision 60’, +I to attack rolls with weapons 
crafted by tribe 

Special Equipment: Spell components, spell books, 
bone dagger, 


Spells? (7/5/5/3/1) 

Ist level—magic missile x3, shield x2, shocking grasp x2; 
2nd level—blindness x2, ray of enfeeblement x2, summon 
swarm; 3rd level— fireball x3, nondetection, wind wall, 4th 
level—raze, wall of fire x2; 5th level—telekinesis 


' There is a cumulative 3% chance per turn that one 
defiler is either killed or captured. 
? There is a 5% cumulative chance per turn for a spell 


to be cast, determined by the DM. 


Southern District: This section of the city has been 
grouped together for the purposes of Dregoth’s invasion, 
consisting of most of the Official Quarter, the Low 
Quarter, and a portion of the Coins Quarter. This entire 
area is simply referred to as the Southern District. It is 
the portion of the city firmly under the control of the dray 
forces, where all other resistance to Dregoth’s invasion has 
failed. 

Until the time when Dregoth retreats his forces, the 
boundaries of this area of the city remain for the most 
part fixed, unless the characters’ actions cause the lines 
to be pushed back. 

Should the heroes enter this section of the city, the 
DM should refer to Map #2 and the Invasion Force 
and Enemy Movements sections below to formulate the 
movements of the dray forces in relation to the streets and 
alleyways of the area. 

There are three possible reasons why the heroes have 
come to this section of Raam, the most chaotic section 
of the city - teleported here by accident, came in with 
Leviath the Calm to rescue survivors, or to go toe-to-toe 
with the invading army. The latter can be exceptionally 
dangerous, especially if the characters get too close to 
Dregoth. 

Without the benefit of the three artifacts found later 
in the adventure, they have little chance of standing up 
to the Dread King, let alone the powerful allies that 
currently surround him. Should the heroes be transported 
here by accident, roll a d20, with a roll of I9 or 20 
placing them at the broken gate before Dregoth; other 
results are left to the DM’s discretion as to where the 
characters should appear. 
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As the heroes draw closer to the Mastyrial Gate, they'll 
notice two things - the number of dray increase and the 
number of survivors decrease. There is a 40% chance 
every turn the dray search the city that they find one stash 
of survivors (see Map #2) and bring them before Dregoth, 
bringing the Dread King ever closer to his goal of 1,000 
victims. The heroes can affect this total by 20% if they 
prevent Raamites from being discovered by combating the 
dray troops. 

The greatest amount of damage done to this portion 
of the city is to the Mastyrial Gate and walls, and any 
buildings the dray have searched for victims. Even though 
the dray are efficient in their search, they do not know 
the city as well as those who live there. Several people 
are hidden away, some as close as one block from the 
Mastyrial Gate. Any Raamites discovered who cannot 
defend themselves are dragged kicking and screaming to 
the Mastyrial Gate. If the heroes are with a few blocks 
of the incident when it occurs, they can easily deduce 
where it’s coming from and choose to help if they wish. 
Otherwise, the location of the outcries cannot be located. 

When running this section of the city for the heroes, 
its recommended the DM sit down and formulate a plan 
for what may or may not happen to the heroes. This 
would mostly be based on the information presented here, 
what knowledge they ve gathered beforehand, and what 
the heroes may already know about Raam itself. Because 
of the various possible outcomes present when the heroes 
enter this district, the DM must be prepared for nearly 
every imaginable outcome based on PCs’ knowledge. This 
section of the city is the most free-form section of the 
adventure, and probably the most difficult to run. 


Other Forces 


The heroes are not the only ones taking action regarding 
the recent attack on the city. Other factions of the city 
besides the nobles, the Night Runners, and House M'ke 
have taken up arms or actions that may have an effect on 
this section of the adventure. It is up to the DM if these 
groups encounter the heroes, or have any effect on the 
chaos occurring throughout the city. All of these groups 
are directly linked, in one way or another, to activity 
occurring in the southern district. 
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Veiled Alliance: The influence of the Veiled Alliance 
has worsened in the two years since Abalach-Re's death. 
Raamites trust wielders of magic even less than they did 
before the death of the Dragon, and members of the 
Alliance still remain in hiding. In fact, the number of 
Alliance members has decreased in the past years. Many 
of its ranks, no longer being able to stand the chaos and 
oppression of the nobles and House Me, have fled to 
other cities in the Tablelands - with Tyr being the most 
popular destination. 


The Alliance of Raam is still lead by Nanda Shatri, 
177th daughter of Abalach-Re. Nanda has become 


extremely indifferent in the past few months, wondering 
exactly why she continues to follow the path of preservation 
when it seems to her to do little good. With many 
Alliance members fleeing to other cities and her quest to 
become an avangion at an impasse, she has been seriously 
re-evaluating her personal objectives. 

It was then the armies of Dregoth appeared at the 
southern gates of Raam. 

Like many across the Tablelands Nanda Shatri knew 
little about Dregoth, other than he might be able to 
help her in her quest to become an avangion, being an 
advanced being himself. Nanda learned of the Dread 
King’s approach, and later watched in horror as he 
mercilessly drained the life of all members of the cult of 
Dregoth the Saviour. Despite her experience and abilities, 
Nanda was so overwhelmed by the frightening sight of the 
Dread King that she withdrew into a catatonic state from 
which she has yet to emerge. 

The daughter of Abalach-Re remains hidden in a 
building very near to the Mastyrial Gate and has yet to 
be discovered by dray troops, or by anyone else for that 
matter. 

Should the heroes enter the general area in which 
Nanda is located (see Map #2), the DM can opt to 
have them find her and revive her from her catatonic 
condition. Statistics for Nanda and further information 
on her can be found in Appendix IV. At the DM’s 
discretion, Nanda plays a major part in the adventure 


upon the party's retum to Raam in their quest for the 
Star of Badna. 
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Korno the Gladiator: A group of ex-slaves in Raam 
has fallen under the command of a gladiator named 


Korno, a former champion in Raam’s arena. Korno runs 
a loosely knit slave community for those who had nowhere 
to go following the death of Abalach-Re. Though he 
speaks of freedom from hardship and oppression, Korno 
is no better than the slave taskmasters of the past. The 
slaves who have come to him in search of a better life 
have continued to be treated as slaves, working (with no 
wage) to pamper Korno and his best warriors. On the 
other hand, despite his group's modest size, Korno has 
some of the best warriors in the city. Many ex-slaves 


feel that it is better to live under the persecution and 


protection of Korno than to die at the hands of other 
factions of the city. Korno’s band is located in the Low 
Quarter (see Map #2), which falls under the influence of 
Dregoth’s dray following their initial victory. 

As Dregoth’s forces began their approach on the city 
Korno's band was caught totally unawares, and the former 
arena champion didn’t even have a sword in his hand 
when the first attack came. As the enemy demolished 
the Mastyrial Gate and swarmed into the city, Korno 
was gathering his wits when a large group of dray literally 
came knocking at his door. It was all the gladiator could 
do to fall back towards the Noble Quarter with a handful 
of his best warriors. The rest of his band was either killed 
or brought before Dregoth, their fate then sealed. 

The heroes may come into contact with Korno and his 
remaining forces, should they enter the southern section 
of the city near the Trade Court. Even as he has been 
retreating north, the dray have dogged his trek through the 
streets and alleys of Raam. Of the original I3 men Korno 
fled with, only six remain. If the heroes do not come into 
contact with Korno’s band, he eventually makes his way 
to the Nawab Gate and flees from the city for the course 
of the adventure. Future dealings with Korno may include 
his band gathering together with other refugees and ex- 
slaves to form their own slave raiding tribe north of Raam 
or even making their way to the Bandit States. Korno 
can even return to the city sometime later to gather slaves 
again, should the DM wish to keep Korno as a major 
Raam NPC. 

Should the heroes come into contact with Korno as he 
is fleeing towards the Nawab Gate, any encounter starts 
off as Cautious (see Encounter Reaction Table, Chapter 
II of the Dungeon Master’s Guide), with any aggressive 
actions on the part of the heroes turning the confrontation 
immediately to Hostile. Both Korno and his remaining 
men are extremely tense and high-strung, given the events 
they've experienced, and would sooner kill first and ask 
questions later. 

If the heroes encounter with Korno becomes less 
agitated, he is able to inform the party of the dray troop 
movements on this side of the city (see Map #2). Should 
the heroes know Korno and be on reasonably good terms 
with the ex-slave, and any encounter with him has not 
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provoked a Hostile reaction, then he and his remaining 
men join the party to search for survivors. However, the 
group is reluctant to take orders from anyone except 
Korno during the course of the incursion, and often stops 
to pillage items of value when the heroes are not looking, 
At the first sign of serious trouble, Korno’s men must 
make a morale check or they'll withdraw from the battle. 
Any subsequent failures indicate their instant desertion. 

Should Korno decide to join the heroes in the search 
for survivors, it becomes apparent he is unstable after his 
defeat at the hands of the dray. The gladiator was living 
the good life at the expense of ex-slaves, and becomes 
extremely resentful at having it taken away. As the heroes 
encounter dray, Korno's chaotic nature, and a berserk 
fury that made him dominant in Raam's arena, become 
more and more discernible. Should members of his band 
flee during the course of battle, Korno may kill them at 
his first opportunity. In any instance when Korno would 
have to make a moral or ethical choice, the DM is to 
have him make a Wisdom check, with a -I modifier 
for each previously failed check. Failure indicates Korno 
takes the most chaotic solution to the problem (ie, slaying 
a retreating henchman, slaying a loud NPC to avoid 
detection by the dray, etc.). 


Korno 


Mul Male Gladiator (9th-level gladiator): AC 19 (inix 
leather +2, Dex, armour opt.); MV 12; hp 105; Attack 
+14; AT 3/2; Dmg 1410+9 (metal lotulis +1); SA 
weapon spec/lotulis, unarmed combat bonus; SZ M (6 
4” tall); ML Fanatic (17); AL CN 

S 2D D I6, C 19,1 14, W 13, Ch 15 


Notes: Weapon specialisation in lotulis (+I hit/+2 
damage, four point bonus to punching and wrestling rolls, 
proficient in all weapons, +I armour optimisation bonus. 

Personality: Exploiting, hardened, callous 

Special Equipment: Lotulis +I (metal blades), widow's 
knife (bone), amethyst w/I00gp, 55cp 


Psionics Summary 

PSPs: 6; Power Check: +1 
MAC: II 

Wild Talent: combat mind 


Followers of Korno 


Mul Male Gladiators (4): AC 15 (mekillot hide, Dex, 
armour op); MV I2; HD Gth-level gladiators; hp 57 
each; Attack +8; #AT I; Dmg Id8+5 (bone impaler); 
SA weapon spec/impaler; SZ M; ML Steady (12); AL 
CN 

S I9, D I4, C 15,1 I2, W 14, Ch I2 

MAC: II 


Notes: Weapon specialisation in impaler (+I hit/+2 
pon sp p 

damage), four point bonus to punching and wrestling, 

proficient in all weapons, +I armour optimisation bonus 


Human Male Fighters (2): AC 14 (mekillot hide, Dex); 
MV 12; HD 7th-level fighters; hp 52 each; Attack +8; 
#AT 3/2; Dmg Id8+4 (bone long sword); SA weapon 
spec/long sword; SZ M; ML Steady (ID; AL CN 

S I8, D 15, С I4, I I4, W I5, Ch I3 

MAC: II 


Notes: Weapon specialisation in long sword (+I hit/+2 
damage) 


Templars of Abalach-Re: Were it not for loyal 
members of Raam’s military, the templars of Abalach-Re 
would have joined her in oblivion two years ago. With the 
protection of devoted troops, rogue templars have taken 
command of small sections of Raam, mainly along the 
eastern and southeastern walls of the city. With both the 
Night Runners and House M’ke growing in power, these 
occupied templar camps have gotten smaller as men and 
women defected to more successful factions or were just 
slain outright. 

With Dregoth’s attack, the templars have been thrown 
into chaos. Some of the more experienced templars know 
of the prophesied Day of Light, as told to them by their 
sorcerer-queen, but none of them thought they would 
face it without Abalach-Re commanding them. Many 
of the templar’s troops were commanded to help defend 
the walls during the first attack, a battle from which few 
returned. Any templars discovered during a search by 


the heroes are found huddled in basements and hidden 


chambers, their weapons poised before them. 
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Chapter One: The Day of Light 


It is important to note that the templars do not 
reveal themselves as such in voice or dress, and the 
player characters may not know their true identity when 
encountered. 

The templars (and some of the more experienced 
Raamite troops) know the disguised Dregoth for what he 
really is, and know that even a united Raam cannot hope 
to defeat him. With dray troops covering the area, many 
templars are afraid to flee from their protective hiding 
places. 

In addition, dray troops have been ordered to take any 
former templars of Abalach-Re alive, or forfeit their own 
lives. Hence, should the player characters stumble upon 
a hidden cache of templars (see locations marked I2 on 
Map #2), they beg the party to escort them to either the 
Eastern, Ghost, or Nawab Gates, where they intend to 
make their escape from the embattled city. 

Since theyve been more or less hiding since the 
initial attack, the templars have no useful reconnaissance 
information for the heroes and wish only to be allowed to 
flee with their lives. 

However, should the heroes assist the templars, they 
can call in a favour with them later on to locate the 
Star of Badna (see Chapter Three). If not, the templars 
do not forget this harshness on the party's behalf, and 
future information may come at a high price. Regardless, 
the templars play no other significant role until Chapter 


Three. 


Other Factions: The DM should also feel free to 
insert other groups into this portion of the adventure, 
particularly ones they ve created over the course of their 
campaigns. If this is the case, the DM should remember 
the following details about the invasion and subsequent 
chaos: 

e 


The group should be placed in a district of Raam 


the heroes are going to be involved in. 


e Give the faction a goal to be achieved in relation 
to their immediate surroundings (such as fleeing the 
city or attacking Dregoth himself). 

e Prepare statistics for them, should combat occur. 

e Know what they're going to do after the attack. 
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Random Events 


As the heroes move through the occupied (or soon to be 
occupied) areas of Raam, there is a chance for a random 
encounter for every turn they spend in the southern half 
of the city. This event should not be used if they are 
walking into a pre-set event based on Map #2, but only 
if they come across no other encounters during that turn. 


Table 2: Random Encounters 


IdIO Roll Event 

I-2 No Encounter 

3 Wandering Survivors 

4 Battle Site 

5-6 Dray Squad 

7-8 Survivors Fighting Dray Troops 
9 Kalin Patrol 

10 Special NPC 


I-2) No Encounter: If this result was rolled on the 
previous turn, the DM can opt to roll again. Otherwise 
all is quiet (possibly too quiet). 


3) Wandering Survivors: If this result is rolled in close 
proximity to a dray patrol route (see Map #2), the DM 
can include a dray troop in hot pursuit of these Raamites. 
There are 2d4 survivors, unarmed, fleeing on foot in a 
random direction depending on the street layout (but 
not to the south). There is a 40% chance they just came 
from a dwelling about to be searched by dray, which they 
happily give the party directions to in exchange for safe 
passage. These survivors are typically 0-Ist-level humans 
(treat as rogues), though they can also be soldiers who 


fled the initial attack or other NPCs of the DM’s design. 


4) Battle Site: These locations are hard to identify since 
the dray are difficult at best to kill, and their victims are 
typically taken alive. When this result is rolled, there is 
а 5% chance of finding a dead dray (10% chance to be 
a dray kalin rider with kalin) at the scene, while there's a 
30% chance to find a slain Raamite. Trails of blood and 
other evidence all lead to the south, with the option of it 
being a recent battle at the DM’s discretion. 
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5-6) Dray Squad: This result puts the heroes face-to- 
face with a squadron of dray looking for Raamites to 
bring before Dregoth. This is either a standard dray 
patrol (80%) or a group of elite kalin riders (20%) that 


may have deviated from the prescribed search paths as 


indicated on Map #2. Unless the heroes have some way 
to gain advance knowledge of this conflict, the encounter 
distance between the two groups is 3410 feet when they 
first become aware of the other. See Invasion Force below 
for statistics on dray patrols and kalin riders. 


7-8) Survivors Fighting Dray Troops: When this 
result is rolled, the heroes come into contact with a dray 
patrol (80%) or kalin riders (20%) attempting to capture 
Raamites. Heroes taking precautions in their journey 
through occupied territory (scouting, use of magic, etc.) 
have a chance to notice the activity before being seen by 
the dray. In most cases (95%), the dray have the upper 
hand in the battle and are on the verge of victory. Roll 
on the table below to determine who the dray are fighting. 


Table 2a: Raamites Encountered 


1410 Roll NPCs 

I-3 IdIO O-level humans 

4-6 Id6 Night Runner Elves (as fighters above) 
7-8 Id4 nobles (0-level humans) 

9 Id4 templars (level I-6) 

IO Leviath's soldiers (5th-level fighters) 


9) Kalin Patrol: This result puts the heroes toe-to-toe 
with a group of Dregoth’s elite kalin riders. There is a 
5096 chance for the kalin riders to be lying in ambush, 
clinging to nearby walls along a street or alleyway. See 
Invasion Force below for statistics on the kalin riders. 


I0) Special NPC: On this result, the heroes encounter 
a special NPCs presented in this chapter, or one created 
by the DM from a previous campaign. NPCs from this 
adventure include Leviath the Calm, Nanda Shatri, Korno 
the Gladiator, or members of the Night Runners looking 
for help. This encounter should be properly prepared by 
the DM if he plans to use NPCs from a source outside 


the adventure. 


Invasion Force 
Dregoth’s army is frightful. The Undead Dragon King 


cares little about doing research on the forces of Raam; 


he simply knew he was going to be successful in his 
endeavour by the sheer number of experienced warriors 
on his side. Regardless of the number of casualties the 
heroes inflict upon the dray army, Dregoth and his forces 
emerge victorious from the ordeal. The DM can opt to 
increase the number or levels of the dray to make them 
more challenging for the party, remembering to watch for 
maximum dray levels in certain classes. 

The dray army consists of fighters, templar/fighters, 
templars of higher than average levels, or high-level 
psionicists and defilers. Most troops are fighters and 
templar/fighters. High-level psionicists and defilers tend 
to accompany elite kalin riders, while the highest-level 
templars can be found at the Mastyrial Gate, presenting 
captured Raamites to the Dread King. If the heroes are 
easily defeating standard dray troops, the DM can opt 
to throw in a high-level templar or psionicist to even 
the odds (defilers tend to stay with the kalin riders). 
Below is a list of the different types of dray troops. The 
DM may opt to use any troops marked as special if the 
previous encounters appear to be too easy, or add them to 
standard patrols, the closer the party gets to the Mastyrial 
Gate. All dray templars carry an amulet of the dragon. 


Table 3: Dray Troop Classes & Levels 


Type & Number Class с Level 
Standard patrol (8/ 4) Fighters (7th) & templar/fighters 


(8th/6th) 
Elite standard patrol Fighters (ТО) & templar/fighters 
(9/3) (9th/8th) 
Standard kalin patrol Templar/fighters (7th/6th) & 
(12) kalin | 


Templar/fighters (8th/6th), defiler 
(Oth), Kalin 


Templars (13th) 


Elite kalin patrol (special) 


High-level templars 
(special) 

Defilers (IIth), psionicists (12th), 
templar/psionicists (I0th/7th), 
Dregoth’s bodyguards 


Other forces (special) 
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Standard Patrol 


Dray Male Warriors (7th-level fighters): AC I5 
(natural + Dex); MV 12; hp 40 each; Attack +10 
or +8; #AT 3/2 or 3; Dmg 148+5 (dray impaler) or 
1d6+3/1d6+3/1d4+3 (natural attacks); SA +I w/dray 
weapons, weapon spec/impaler; SD half damage from fire; 
SW x2 dmg from cold, -2 in bright light; SZ M (7 feet 
tall); ML Elite (14); AL LE; XP 1,400 

S 18, D I6, C I6, I I3, W 13, Ch 9 (I3) (average 


scores) 


MAC: II 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation in impaler (+1 
hit/+2 damage) 

Personality: Loyal, corrupt, brutal 

Special Equipment: Dray-crafted impalers (metal), dray 
bone dagger, raiments 


Dray Male Templar/Fighter (8th/6th): AC 20 
(natural/hide/Dex); MV I9; hp 37; Attack +8 or +6; 
#AT 3/2 or 3; Dmg 148+5 (metal dray long sword 
+I), 1d6+2/1d6+2/1d4+2 (natural attacks); SA spells, 
weapon spec/long sword; SD half damage from fire; SW 
x2 dmg from cold, -2 in bright light; SZ M (7+ feet tall); 
ML Champion (15); AL LE; XP 2,500 

S 17, D I6, C I5, I I5, W I7, Ch 9 (I5) (average 


scores) 


MAC: I2 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation in long sword (+1 
to hit/+2 damage) 

Personality: Devoted, wicked, evil 

Special Equipment: Braxat hide armour, long sword 
+I, amulet of the dragon 


Spells (5/5/3/1) 

Ist level—bless, cure light wounds, protection from good, 
fear, command; 2nd level—charm person, hold person x3, 
obscurement, 3rd level—cause blindness, curse, summon 
insects; 4th level— cause critical wounds 
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Elite Standard Patrol 


Dray Male Warriors (I0th-level fighter): AC 18 
(natural/hide/Dex); MV I2; hp 67 each; Attack +12 
or +10; «AT 3/2 or 3; Dmg 148+5 (dray impaler) or 
1d6+3/1d6+3/1d4+3 (natural attacks); SA +I w/dray 
weapons, weapon spec/impaler; SD half damage from fire; 
SW x2 dmg from cold, -2 in bright light; SZ M (7+ feet 
tall); ML Champion (15); AL LE; XP 2,000 

S 18, D I6, C I7, I 13, W 13, Ch 9 (I3) (average 


scores) 


MAC: II 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialistion in impaler +I hit/+2 
damage 

Personality: Loyal, corrupt, brutal 

Special Equipment: Dray-crafted impalers (metal), dray 
bone dagger, raiments 


Dray Male Templar/Fighter (9th/8th): AC 20 
(natural/hide/Dex); MV I2; hp 40; Attack +12 or +8; 
#AT 3/2 or 3; Dmg 148+6 (metal dray long sword +2) 
ог Id6+2/Id6+2/Id4+2 (natural attacks); SA spells, 
weapon spec/long sword; SD half damage from fire; SW 
x2 dmg from cold, -2 in bright light; SZ M (7+ feet tall); 
ML Champion (15); AL LE; XP 3,000 

S 17, D I7, C I5, I I5, W I7, Ch 9 (15) (average 


scores) 


MAC: I2 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation in long sword (+1 
to hit/+2 damage) 

Personality: Devoted, wicked, evil 

Special Equipment: Braxat hide armour, long sword 
+2, amulet of the dragon 


Spells (5/5/4/1) 

Ist level—bless, cause light wounds, cure light wounds, 
fear, command; 2nd level—charm person, hold person 
x3, obscurement& 3rd level—cause blindness x2, curse, 
summon insects; 4th level—cause critical wounds 
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Standard Kalin Patrol 


Dray Male Templar/Fighter (7th/6th): AC 20 
(natural/hide/Dex); MV I9; hp 37; Attack +8 or +6; 
#AT 3/2 or 3; Dmg Id8+4 (metal dray long sword) 
or Id6+2/Id6+2/Id4+2 (natural attacks); SA spells, 
weapon spec/long sword; SD half damage from fire; SW 
x2 dmg from cold, -2 in bright light; SZ M (7+ feet tall); 
ML Elite (14); AL LE; XP 1,500 

S I7, D I7, C I5, I I5, W 16, Ch 9 (I5) (average 


scores) 


MAC: I2 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation in long sword (+1 
to hit/+2 damage) 

Personality: Devout, heinous, base 

Special Equipment: Braxat hide armour, dray-crafted 
long sword, amulet of the dragon 


Spells (5/4/2) 

Ist level—bless, cure light wound, protection from good, 
fear, command; 2nd level—charm person, hold person x2, 
obscurement, 3rd level—cause blindness, curse 


Kalin Mounts (one per dray: AC 15; MV 18, 
СІ 9; HD 7; hp 4I each; Attack +7; #AT 3; Dmg 
1d10/1d10/2d6 (slashing limbs/mandibles); SA grapple; 
SZ L (I2 long); ML Fanatic (18); Int Animal (4); AL 
LN; XP 650 

MAC: I2 


Notes: On a successful bite, the victim is grappled, 
inflicting an additional Id6 damage per round. The 
following round, the victim is automatically hit by both 
slashing attacks. Needs an open doors roll to break free. 


Elite Kalin Patrol 


Dray Male Templar/Fighter (9/8): AC 20 
(natural/hide/Dex); MV I2; hp 40; Attack +12 or +8; 
#AT 3/2 or 3; Dmg Id8+6 (metal dray long sword +9) 
ог Id6+2/Id6+2/Id4+2 (natural attacks); SA spells, 
weapon spec/long sword; SD half damage from fire; SW 
x2 dmg from cold, -2 in bright light; SZ M (7+ feet tall); 
ML Champion (15); AL LE; XP 3,000 

S 17, D I7, C 15, 115, W 17, Ch 9 (15) (average scores) 

MAC: I2 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation in long sword (+1 
to hit/+2 damage) 

Personality: Devoted, wicked, evil 

Special Equipment: Braxat hide armour, long sword 
+2, amulet of the dragon 


Spells (5/5/4/1) 

Ist level—bless, cause light wounds, cure light wounds, 
fear, command, 2nd level—charm person, hold person 
x3, obscurement; 3rd level—cause blindness x2, curse, 
summon insects, 4th level—cause critical wounds 


Dray Male Defilers (9th-level wizards): AC I3 (natural); 
MV I2; hp 98 each; Attack +7 or +6; &AT I or 3; Dmg 
1d4+2 (metal dray dagger) ог Id6+2/1d6+2/1d4+2 
(natural attacks); SA +I w/dray weapons; SD half damage 
from fire; SW x2 dmg from cold, -2 in bright light; SZ M 
(7 feet tall); ML Elite (14); AL LE; XP 3,500 

S I6, D I4, C 14,118, W 15, Ch 9 (15) (average scores) 

MAC: II 


Notes: Gains +I to all rolls with dray weapons, natural 
attacks, random magical items! 

Personality: Staunch, corrupt, depraved 

Special Equipment: Dray metal dagger, raiments 


Spells (6/5/4/3/1) 

Ist level—charm person x2, message, magic missile x3; 
2nd level—flaming sphere x2, hypnotic pattern, ray of 
enfeeblement x2; 3rd level—hold person, lightning bolt 
x2, slow; 4th level—fire shield, polymorph other, psionic 
dampener; 5th level—cone of cold 
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' Dray defilers gain five random magical items rolled 
from the Dungeon Master’s Guide or Psionic Artifacts 
of Athas, re-rolling items the DM feels are excessively 
powerful. 


Kalin Mounts (one per dray: AC I5; MV 18, 
Cl 9; HD 7; hp 4I each; Attack +7; #AT 3; Dmg 
1d10/1d10/2d6 (slashing limbs/mandibles); SA grapple; 
SZ L (I2 long; ML Fanatic (18); Int Animal (4; AL 
LN; XP 650 

MAC: I2 


Notes: On a successful bite, the victim is grappled, 
inflicting an additional Id6 damage per round. The 
following round, the victim is automatically hit by both 
slashing attacks. Needs an open doors roll to break free. 


High-Level Templars 


Dray Male Templar (I3th-level templars): AC 20 
(natural/hide/Dex); MV I9; hp 55; Attack +12 or 
+9; #AT I or 3; Dmg Id6+3 (dray carrikal +2) or 
146+1/146+1/144+1 (natural attacks); SA spells; SD 
half damage from fire; SW x2 dmg from cold, -2 in 
bright light; SZ М (7 feet tall); ML Champion (16); AL 
LE; XP 4,500 

S 15, D 16, С I5, I I5, W 19, Ch 9 (I7) (average 


scores) 


MAC: I6 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks 

Personality: Loyal, wicked, immoral 

Special Equipment: Braxat hide armour, carrikal +2, 
ring of mental protection +2, amulet of the dragon 


Spells (7/6/6/4/2) 

Ist level— bless, cause light wounds x2, cure light 
wounds, protection from good, fear, command, 2nd level— 
charm person x2, hold person x2, obscurement, silence, 
I5’ radius 3rd level—cause blindness, curse, paralysis 
x2, prayer, summon insects; 4th level—cloak of fear, cure 
critical wounds, cause critical wounds x2; 5th level—harm, 
mindshatter 
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Other F orces 


Dray Male Defilers (IIth-level wizards): AC I8 
(bracers); MV I2; hp 34 each; Attack +II or +8; 
SAT I or 3; Dmg 1d4+4 (metal dray dagger +2) or 
1d6+2/1d6+2/1d4+2 (natural attacks); SA +I w/dray 
weapons; SD half damage from fire; SW x2 dmg from 
cold, -2 in bright light; SZ M (7 feet tall); ML Champion 
(15); AL LE; XP 4,000 

S I6, D 14, C I4, I 19, W 17, Ch 9 (15) (average scores) 

MAC: I2 


Notes: Gains +I to all rolls with dray weapons, natural 
attacks, random magical items! 

Personality: Staunch, corrupt, depraved 

Special Equipment: Dray metal dagger, raiments, 


bracers of defence AC I8 
Spells (7/6/6/4/3) 


Ist level—charm person, message, magic missile x4, 
shield; 2nd level—flaming sphere x9, web x2, ray of 
enfeeblement x2; 3rd level—fireball x2, lightning bolt x2, 


slow x2; 4th level—fire shield, psionic dampener, wall of 
fire x2; 5th level—cloudkill, cone of cold, feeblemind 


1 Dray defilers gain five random magical items rolled 
from the Dungeon Master’s Guide or Psionic Artifacts 
of Athas, re-rolling items the DM feels are excessively 


powerful. 


Dray Male Psionicist (I2th-level psionicis): AC 21 
(natural/hide/Dex); MV I9; hp 65; Attack +8 or +6; 
#AT I or 3/1; Dmg Id6+2 (metal dray short sword +1) 
or 146+1/146+1/144+1 (natural attacks); SA psionics; 
SD half damage from fire; SW x2 dmg from cold, -2 in 
bright light, SZ M (7 feet tall); ML Champion (15); AL 
LE; XP 4,000 

S 15, D I8, C I7, I I7, W 18, Ch 9 (16 for dray) 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks 

Personality: Obedient, depraved, black-hearted 

Special Equipment: Braxat hide armour, short sword 
+I, dray bone dagger, restore psionics fruit (lemon), ring 
of psionic mastery - psychokinesis (25%) 
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Psionics Summary 
PSPs: 144; Power Check: +14 
MAC: I9 


Powers 

Ist level—ballistic attack, conceal thoughts, control 
sound, ego whip, project force, sense link, synesthete; 
2nd level—combat mind, ESP, invisibility, levitation, 
precognition, send thoughts, static discharge, thought 
shield, 3rd level— blink, dimensional door, inertial barrier, 
soften; 4th level—animate object, free action, kinetic blast, 
5th level teleport, 6th level—disintegrate 


Dray Male Templar/Psionicist (I0th/7th): AC 17 
(hide armour + Dex); MV I2; hp 6I; Attack +II or 
+10; £AT I or 3/I; Dmg Id6+5 (metal short sword +1) 
or 146+4/146+4/144+4 (natural attacks); SA spells/ 
psionics; SD half damage from fire; SW x2 dmg from 
cold, -2 in bright light; SZ M (7 feet tall); ML Champion 
(15); AL LE; XP 4,000 

S I9, D I7, C 15,1 I5, W I6, Ch 9 (16 for dray) 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks 

Personality: Loyal, wicked, corrupt 

Special Equipment: Braxat hide armour, short sword 
+I, 5dIO ceramic pieces, amulet of the dragon 


Spells (5/5/3/2) 

Ist level— bless, cause light wounds, cure light wounds, 
fear, command, 2nd level—charm person, hold person x2, 
might of the sorcerer-kings, obscurement, 3rd level—cause 
blindness, curse, summon insects; 4th level—cure critical 
wounds, cause critical wounds 


Psionics Summary 
PSPs: 53; Power Check: +8 
MAC: I6 


Powers 

Ist level—ballistic attack, conceal thoughts, control 
sound, ego whip, project force, sense link, 9nd level— 
ESP, invisibility, levitation, send thoughts, static discharge, 
thought shield; 3rd level— dimensional door, soften; 4th 


level—animate object, kinetic blast 


Dregoth’s Bodyguards 


(Thinking) Zombie Giants (5): AC I6; MV I2; HD 
12; hp 55 (495 with rift) each; Attack +12; «AT I; Dmg 
248+8 (fist); SA hurl rocks, see below; SD immune to 
psionic & magical mind attacks, +I weapon to hit; SZ H 
(20+ tall); ML Fearless (20); Int Low; AL NE; XP 9,000 

MAC: I5 


Notes: These giant zombies have been enchanted by 
Dregoth with the IOth-level spell rift, causing their hit 
point to be multiplied by nine when they're within 360 
yards of the Dread King (see the Dragon Kings accessory 
or Campaign Options). 

As thinking zombies, they re immune to sleep, hold, 
charm, illusion, death magic, cold-based attacks, and 
poison and paralysis. They suffer half damage from magic 
missiles, fire, and electrical attacks. Raise dead requires 
them to make a successful save vs. spells or be destroyed 
and holy water deals them 2d4 damage per vial. 

The bite of a thinking zombie has the same effect 
as the 3rd-level priest spells cause disease, infecting the 
victim with a fatal disease. 

These zombies encircle Dregoth during the entire 
invasion following his initial appearance, defending him 
against all foolish intruders. They were slain by Dregoth 
several years ago, and have since arisen has his slaves. 


The actual number of dray in Dregoth’s army is around 
3,000, consisting of his most skilled warriors, templars, 
psionicists, and defilers. However, this is not a number 
the DM need to worry about over the course of Chapter 
One. 

Despite the power of the heroes, there is no possible 
way for them to defeat all the dray in Dregoth’s army. 
Until the heroes become involved in the conflict, the 
actual loss to Dregoth’s army is around 4%, which is 
insignificant when compared to 90% on the part of the 
Raamite forces. The Dread King has ample forces to 
accomplish his objective and retreat from Raam suffering 


minimal losses. The DM should consider there to be a 


near unlimited supply of all forces described above. 


Chapter One: 


34 


The Day of Light 


Enemy Movements & Map Keys 


This section refers to the combing movements of Dregoth’s 
troops through southern Raam and important points of 
interest in regards to buildings and other prominent 
structures. The following information is cross-referenced 
on Map #2. 

While use of the troop movements is entirely up to 
the DM, the locations depicted on the map reveal the 
stationary positions of possible hidden Raamites, important 


NPCs, and Dregoth’s main force (including the Dread 
King himself). 


Dray Troop Movement 


As denoted by the arrows on Map #2, the dray troops 
search the city for the remaining captives they need for 
their master. As soon as the heroes begin to investigate 
the southern section of the city, the dray begin their 
search Gf this simple mechanic does not work, the DM 
can opt to have it begin sooner or later). 

Because they must search sections of the city for 
hidden survivors, the dray patrols move slowly through 
the streets and alleyways of Raam. Each patrol can travel 
approximately one block per turn, assuming they find no 
potential victims. 

Each time the dray pass by a location indicated on the 
map as containing survivors, there is a 50% chance for 
them to find whoever is hiding there. This is in addition 
to any random encounters the DM may generate, as well 
as any special events planned by the DM. 

It is also important to note that a dray search route is 
not abandoned if survivors are found. Within one turn 
another patrol picks up where the others left off. Once 
the patrol reaches the end of the indicated arrow, they 
double back to the Mastyrial Gate and await further 
instructions. By this time, the forces of Dregoth should 
have the number of victims required and retreat into the 
desert. 

These troops consist of either standard or elite patrols, 
whichever presents the better challenge for the heroes. 
Blue arrows indicate a standard patrol, while the red 
arrows indicate kalin riders patrol. Details on locations 


can be found on Map #2. 


Map #2 Key 


Location #1: This building is a large, low-rent living 
quarters, containing several small hovels on each of its two 
storeys. Huddled in a darkened corner of one of the small 
rooms can be found Id6+3 Raamites. These survivors are 
all considered to be 0-level humans, though one or two of 
them could be elves or dwarves if the DM desires. 


Location #2: This single storey building is either a 
merchant business (30%) or living quarters (70%) boarded 
up against the invasion. Found within this structure is a 
human male merchant and his wife, who are considered 
O-level humans. In addition, a moderate amount of food 
and water can also be found here, and the merchant 
gladly offers it to any characters who save them. 


Location #3: This structure is an abandoned building 
where a small group of dray warriors are lying in wait to 
ambush anyone wandering the streets of the city, most 
likely moving north. Treat these dray as a standard patrol 
(without kalin), but numbering five fighters and three 
templar/fighters instead of the normal complement. 


Location #4: This small and unadorned building 
is built of tattered canopies and broken mortar. If it 
weren't for the pots and other items lying in front of the 
structure, it might even pass for an abandoned building. 
Crowded together in this building is a group of 1410+4 
O-level humans and demi-humans. As the characters (or 
dray) pass by the front of the building, there is a 50% 
chance for them to hear the Raamites inside (sounds of 
whimpering, crying babies, etc.). 


Location #5: Located here is a small living quarters 
structure, one that may belong to a well-to-do merchant or 
noble family. The building is moderately fortified with a 
small stone wall. Because of the structure of this building, 
a group of 2d4 surviving soldiers from the initial assault 
have dug in here, afraid to take the chance at reaching 
the Noble Quarter following their encounter with the 
dreadful dray force. Treat these men as 5th-level fighters 
- a mixture of humans, dwarves, and muls who once 


followed Leviath the Calm. 
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The men refuse to follow the heroes deeper into dray 


occupied territory, but do accompany them back to the 
Noble Quarter. The party may also come upon this 
location as it is being assaulted by a patrol of dray, a 
battle which the Raamites eventually lose. 


Location #6: This building contains a small group 
of Night Runner elves that were cut off from the Coins 
Quarter following the breach of the Mastyrial Gate. Each 
group consists of Id6+2 elf fighters (30%) and rogues - 
see information above on the Coins Quarter for stats on 
these elves. The DM should treat any encounter with 
Night Runners outside of the Coins Quarter as Cautious, 
with any aggressive actions on the part of the heroes 
turning the encounter immediately to Hostile. 


Location #7: These buildings are actually warehouses 
for House M'ke that contains a fair amount of valuable 
goods. Each of these buildings, with the exception of one, 
are manned by a small force of guards. In the structure 
marked 7a, the guards fled following the approach of a 
dray patrol, leading to their capture and ultimate death. 
Each of the warehouses contain a mixture of silks, silver, 
cloth, and salt which is either an import or export for 
House M’ke (and worth up to 5,000 ceramics) in each 
building, 

Treat the remaining guards as 5th-level human fighters 
who have a chance to leave their post at the first sign of 
danger (current morale of I0). 


Location #8: This structure contains a lone child (male 
or female) between the ages of 4-II (Id8+3) huddled 
beneath a bed or in a closet. The child's small size is 
the sole reason for its survival this close to the Mastyrial 
Gate, as many children went missing or were left behind 
following the first lost battle. The chance of the dray 
noticing these children is less than normal (only 10%). 

The heroes might be led to them by hearing whimpers, 
or seeing toys outside the door of their building (DM 
can invent other such clues that the party may notice but 
the dray would not). The other problem the DM should 
consider here is that the heroes would have to take the 
child all the way to safety before continuing any search. 


Note on Looting 


Certain players may wish to loot empty buildings 
(particularly the warehouses of Location #7). Despite being 
an extremely dishonourable act, such activity may not go 
unnoticed by NPCs when the party returns to either the 
Nawab or Eastern gates, or once the dray retreat and 
people begin to return home. There is a good chance for 
characters with full pockets to be easily discovered. 

The DM should take the following factors into account: 
I) alignment of the heroes involved, 2) what they're looting, 
and 3) who may notice. If the heroes involved are of lawful 
or good alignments, they would be in direct violation of 
their ethics or morals and would suffer consequences for 
that action. Should a character loot a handful of silver 
or a few ceramic pieces, this can be easily concealed 
from view following the invasion. However, unless they 
have magic such as a bag of holding, anything larger has 
a chance of being discovered. Minor NPCs who notice 
looting would be foolish to stand against adventurers, 
but certain NPCs such as Leviath the Calm would not 


hesitate to confront the guilty party on such matters. 


Retreat 


Once Dregoth has drained the life force of 1,000 
Raamites, the second stage of the godhood spell is 
complete. With that, two things happen: I) all dray are 
psionically instructed by their master to retreat from the 
city and within two turns head back towards Break Shore 
and their awaiting silt skimmers; 2) the ability to prepare 
7th-level spells is lost. This is the first loss of spells that 
can be “felt” by priest characters (see page I2 for effect). 
The retreat is strategic and does not allow for a “free 
strike” by the heroes or any other force present. If a group 
is foolhardy enough to pursue the army, Dregoth orders a 
dozen squads of elite kalin riders to deal with it. He stays 
with the dray army until they've reached the Silt Sea, 
then magically returns to New Giustenal to continue the 
next stage of the godhood spell, leaving the army in the 
hands of high-level dray templars. Despite any losses, the 
dray army is still supreme, even for high-level heroes. The 
heroes’ first concern should be the welfare of the surviving 
Raamites, else immediately move on to Chapter Two. 


Chapter One: 
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Raam in Ruins 


Dregoth’s attack on the city has thrown it into a state of 
chaos nearly as great as that which occurred following the 
death of Abalach-Re. Distrust among the populace towards 
nobles and merchants increases dramatically due to their 
actions (or inactions) during the crisis, and many who 
know the truth behind who truly gave their lives for Raam 
turn away from their monetary rule. The entire incident 
has been humiliating for many Raamites, including the 
likes of Korno the Gladiator, the Night Runners, Nanda 
Shatri, and many others who had previously lived in fear 
of those more powerful than themselves. 

Over the next few days, the different factions of Raam 
unite into three groups: the Merchant Circle, Leviath’s 
Alliance, and the Night Runners. At first, animosity 
over the invasion keeps the Merchant Circle apart from 
the other two, but eventually commerce brings the three 
together to change Raam into a more coherent society. 
This takes several months, well beyond the course of this 
adventure. When the heroes return to Raam in Chapter 
Three, not much has been accomplished other than the 
segregation of the three groups. Below is an overview of 
these factions for future use and to set the stage for the 


heroes’ return in Chapter Three. The DM may alter this 


new view of Raam to better suit his or her own campaign. 


The Merchant Circle 
The selfish cowardice of the nobles and House M’ke 


during the invasion costs them dearly. Witnessing first 
hand the contempt shown for many Raamites, including 
family members trapped outside the closed Noble Quarter, 
many guards and servants have changed their allegiance 
to he who is viewed as the true saviour of the city - 
Leviath the Calm. To compensate for this loss, the nobles 
and merchants enter into an agreement with several of 
the remaining templars to bring the three forces together. 
This agreement benefits all parties involved, since each 
was severely weakened by the assault and would have had 
to bend a knee to either of the two groups. This coalition 
resides in the Noble and Temple Quarters, and has laid 
a claim (yet to be opposed) to the ruined Queen’s Hill. 


Leviath’s Alliance 


The actions of the gentle half-giant Leviath did not go 
unnoticed during the Dread King’s attack. Dozens of 
Raamites owe their lives to the quick thinking psionicist, 
and have flocked to his banner like kanks to water. NPCs 
of note who have thrown in their lot with Leviath (if they 
still live in the DM’s campaign) include Nanda Shatri, 
Korno the Gladiator, and Hukaa New Moon (though she 
still leads the Night Runner faction). Leviath’s following 
consists of all the remaining ex-slaves, former freemen and 
small-time merchants, and a significant number of Raam’s 
military that survived the attack or was once part of the 
templar faction. The half-giant has set up a council hall 
in one of the larger buildings near the Mastyrial Gate, 
and his first priority is to restore the destroyed gate and 
surrounding wall. 

Though he despises them for their selfish actions, 
Leviath sees Raam’s need for the nobles and House M'ke 
and the commerce they bring to the city. Once things in 
the city begin to settle down, the half-giant will approach 
the Merchant Circle in an effort to form a council to 
tule the city. As for the Night Runners, Leviath sees the 
wisdom in letting the elves retain what they defended 
during the invasion. As long as their actions do not 
ravage Raam's fragile organisation too much, he does not 
stand in their way. 
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Night Runners 


Following the dray retreat, the Night Runners claim 
several blocks of the Coins Quarter for their own. Anyone 
not returning to their building or stall allow it to become 
the direct property of the elves (including material wealth), 


while those returning to their businesses are told by the 
Night Runners that 5% of their profits are to be paid to 
them - to which they readily agree. Over time this makes 
the Night Runners the richest elven tribe on Athas. 

Hukaa New Moon and the rest of the moon leaders 
despise the Merchant Circle for their actions, which 
nearly destroyed the city. However, over time (2-3 weeks, 
once the city is more stable) the elves’ business sense will 
realise their new enterprise cannot function without the 
nobles and merchants, and a loose binding agreement will 
be made. The Trade Court continues as a communal 
market, where the Night Runners, Merchant Circle, and 
other traders ply their wares under the terms of this new 
agreement. 


Chapter Two: 


Summons of the Sorcerer-Kings 


"| had never before heard my master scream in such 
agony, a frightful sound I hope to never hear again. It 
was as if a portion of his life was being ripped away, and 
soon after that, I felt it as well - a wrenching feeling 
that tore at me as if a portion of my spirit had been 
blasted away by the blowing sand. I don't know how long 
I lay unconscious and, when I awoke, the Shadow King 
was standing above me, his eyes burning with a look 
somewhere between apprehension and loathing. Dregoth 
makes his move, Pandita. I go to summon the remaining 
Champions, and I need you to bring all the high templars 
to the Naggaramakam. There is much to be done.’ I 
paused for a moment after my master vanished, for more 
would cost me my life, despite being his favourite. For the 
first time in many years, I was apprehensive about what 


the fu ture holds.” 


—Siemhouk the Child Priest 
High Priestess of the Chamber of Air & Temple of 
Thought 


Chapter Overview 


This chapter details a summons by the sorcerer-king of 
Nibenay in regards to Dregoth’s attack and the loss of 
spells from the Inner Planes. The Shadow King knows 
of the heroes’ efforts during the invasion of Raam and 
requires outside help if the Dread King’s plans are to 
be defeated. The party arrives in Nibenay only to be 
confronted by not only the Shadow King, but Hamanu 
of Urik and Lalali-Puy of Gulg as well. Once promises of 
concession are made by the sorcerer-kings (and possibly 
the characters), they detail Dregoth’s plans. 

Following this, the former Champions tell the heroes 
how to defeat Dregoth, despite his great power, and what 
their reward would be for such a feat. If the characters 
refuse the sorcerer-kings’ help, they may try to defeat 
Dregoth on their own, but would be easily defeated. Only 
with the knowledge the sorcerer-kings possess would they 
have any chance of defeating the Undead Dragon King, 
Should they agree, they're given information leading to 
three powerful artifacts of Rajaat that would help defeat 
Dregoth before he destroys all priestly magic on Athas. 


Herald of the Shadow King 


At some point after the dray have retreated to the Silt 
Sea, the heroes are approached by a templar of Nibenay 
who bears a message from her master. The DM should let 
the characters have some actions following the end of the 
invasion, allowing them up to one day to role-play their 
way to Chapter Two of the adventure. This gives them a 
chance to learn some of what the future holds for Raam’s 
survivors, since they'll be returning to the city in Chapter 
Three. They may even wish to snatch their own portion 
of the city for themselves, though this may be hampered 
by the continuation of the adventure. 

The Nibenese templar's name is Arru, High Priestess 
of the Chamber of Fire and Temple of War, and she 
is one of the Shadow King’s most treasured servants. 
Transported to Raam by her master’s magic, she is to 
return to Nibenay with the party or, at the very least, 
some other group of heroes brave enough to do the job. 

In addition to being a high-level templar of the Shadow 
King, Arru is a strikingly beautiful woman, though an air 
of pretension can be seen in her treatment of others. Like 
most templars, Arru has no patience for discourteous or 
uncivil behaviour, but manages to keep her composure in 
her dealings with the party. Unless the characters actually 
raise a weapon to her, Ати remains the composed 
bureaucrat; however, such insults are not easily forgotten. 
When the DM is ready to have the heroes get underway, 
read or paraphrase the following when the party is together 
at some point following the invasion: 


The city of Raam has survived the invasion, but at a 
great cost. It is quite apparent that things will never be 
the same. The sudden retreat of the army when the city 
was visibly on its knees still confuses you. Why did the 
dray not finish the defenders off and conquer Raam? The 
invading force had them outnumbered two to one and 
victory was well within their grasp. As if in answer to your 
question, a inadequately clad woman carrying an agafari 
staff and wearing the headdress of a templar approaches 


. you from a parting group of people. You hear the word 


“Nibenay” whispered by someone behind you as the 
woman stops and plants her staff in the sand at your feet. | 
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Summons of the Sorcerer-Kings 


“Т am Ати,“ she proclaims coldly, “High Templar 
of Nibenay. In the name of the Shadow King I bid 
you greetings and present you with a summons from my 
master to meet with him regarding recent events. My liege 
has heard of your efforts against the invaders, and warns 
that, though the army is gone, the future is wrought with 
peril. Brave ones such as you are needed to save Athas 
from a power greater than the Dragon ever was.” 

It is hard not to notice the failed attempt by the 
templar to hide her disdain with the last statement. 
Without missing a beat, she continues, “The Shadow 
King has sent me to guide you to his city, where all shall 
be explained behind the safe walls of the Naggaramakam. 


Time is short, and the sooner we depart, the better.” 


The High Templar speaks to the heroes as if she thinks 
the party has already accepted the mission, as she would 
obey her master without question, regardless of their 
position on the matter. 

If the party wishes to question her on the nature of this 
summons to visit Nibenay, or regarding the attack on 
Raam - or the loss of spells from the Inner Planes, should 
the heroes be aware of it - she explains that any area 
outside the Naggaramakam is not safe from the prying 
eyes of their enemy and once again insists they make 
their way to Nibenay with haste. Arru refuses to answer 
any other questions, stating that her master will answer all 
queries soon enough. 

If the heroes refuse the summons of the Shadow King, 
the adventure cannot continue. The DM may have to 
appeal to the basic nature of the characters to get them 
to Nibenay. This could be anything from promises of a 
great reward, to outright coercion, which is well within the 
power of someone as powerful as the sorcerer-king. 

If the heroes are reluctant because of an alignment 
conflict, Arru argues that the fate of all Athas is at stake, 
and what she calls “petty morals” is a self-serving attitude 
that will plunge Athas into a new, dark age where pure 
evil reigns supreme. 

That’s about all Arru dare divulges without incurring 


the wrath of her master. Should the heroes refuse the 


summons, the adventure cannot continue past this point. 
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Chapter Two: Summons of the Sorcerer-Kings 


Arru, High Priestess of the Chamber of 
Fire & Temple of War 


Human Female Templar (I4th-level templar): AC I8 
(bracers); MV I2; hp 60; Attack +11; #AT I; Dmg 
1d8+3 (ranike staff +1); SA spells; SZ M (G 9" tall); 
ML Fanatic (18; AL LE 

S 16, D 16, C 15, I 16, W 19, Ch 17 


Notes: Arru will be far from sociable with the party, 
viewing the encounter as a necessary (but distasteful) 
duty. If pressed into conversation, the priestess presents a 
cold, resolute view regarding being a templar and selfishly 
serving the Shadow King. Many of these views will likely 
be contrary to opinions expressed by the characters. Arru 
does not care. 

Personality: Staunch, conceited, bold 

Special Equipment: Bracers of defence AC 18, ranike 
staff +I, ring of coolness, templar headdress 


Spells (7/7/5/5/2/1) 

Ist level—bless, command, cure light wounds, cause light 
wounds, invisibility to animals, light, merciful shadows, 
2nd level— barkskin, charm person enthrall, hold person 
x2, know alignment, messenger; 3rd level— continual 
light, cause blindness, dispel magic, hold animal, magical 
vestment, 4th level—cloak of fear, cure critical wounds, 
cause critical wounds, detect lie, neutralise poison; 5th 
level—harm, true seeing, 6th level—heroes feast, slay living 


Psionics Summary 

PSPs: 6; Power Check: +2 
MAC: I4 

Wild Talent: know course 


Journey to Nibenay 


If the party agrees to meet with the Shadow King, Arru 
requests they leave immediately. The method of reaching 
Nibenay is left to the party's design. Unless they have 
some magical means of transportation, its a five day 
journey south from Raam to Nibenay by the Blackspine 
Road. Arru herself does not have the means to return to 
Nibenay via magic, and her master is too busy at this 
moment to exert the power to return her. 
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Additionally, the High Templar instructs them not to 
simply appear in the centre of the city due to security 
reasons. The Shadow King’s highest-ranking templars shall 
meet them at the Reservoir Gate and escort them to the 
safety of the Naggaramakam. Her master has warned her 
regarding simply appearing in the city (see below). 

If the heroes travel overland to Nibenay, they shall 
have to do so on foot unless they have their own mounts 
on which they arrived in Raam. Currently, there are no 
mounts of any kind for sale in the chaotic aftermath of 
the attack. The characters may acquire them along the 
way, however, speeding their overall rate of travel. 

Nibenay is five days from Raam by way of the Blackspine 
Road (assuming traveling on foot at a movement rate of 
I9) in addition to any extra time the party takes along the 
way. However, pausing in their travels is met with great 
scorn by Arru, who insists it’s critical they reach Nibenay 
as fast as possible. 

Should the DM wish, the following are ideas for role- 
playing and combat encounters for an overland journey 
south. None of these encounters is essential to the 
adventure, but add flavour and realism which coincide 
with current events. Both encounters occur only once. 


Refugees: Several citizens who fled Raam through the 
Nawab, Eastern, and Ghost Gates eventually turned 
south in an attempt to make their way towards Nibenay 
instead of traveling west to Urik or faraway Tyr. These 
people have not heard that the army has withdrawn from 
the city and it is now safe to return. Unless the DM 
wishes to insert his own special NPCs here, these people 
have nowhere else to go following the invasion of Raam. 
These refugees (as well as any others the heroes may 
encounter) suffer one or more of the following problems, 
which the characters may aid them with, if desired: 


Table 4: Refugee Needs 


Roll IdIO Needs 

I-2 No water 

3-4 No food or water 
5-6 Injured child 

7-8 Broken limb 
9-10 Dying woman 


Belgoi Attack: As Dregoth passed through the 
mountains north of Break Shore, he drove a tribe of 
belgoi from their home. Several perished at the hands of 
the dray and the survivors moved west in search of a new 
home. These vicious cannibals have since been preying 
on local slave tribes and refugees from Raam. When 
encountered, there is a 30% chance they're attacking а 
group of refugees, or a 70% chance they attack the heroes. 


Belgoi Raiders (30): AC 13; MV 12; HD 5; hp 
33 each; Attack +5; #AT 2; Dmg Id4+2 (claws); SA 
Constitution drain, psionics; SD Psionics; SZ M (6 tall); 
ML Average (10); Int Average; AL LE; XP I,400 


Notes: À belgoi's touch temporarily drains Id6 points 
of Constitution (duration Id4 turns, losing all bonuses) 
and the victim falls unconscious upon reaching 0. Each 
of a belgoi's claw attacks inflicts this power. 

Special Equipment: None 


Psionics Summary 

PSPs: 35; Power Check: 4-5 

MAC: I3 

Psychometabolism: catfall, cause decay, flesh armour 

Telepathy: attraction, domination, ego whip, mindlink, 
phobia amplification, thought shield 


Belgoi Leader: AC I3; MV I2; HD 8; hp 55; Attack 
+8; #AT 2; Dmg Id4+2 (claws); SA Constitution drain, 
psionics; SZ M (G tal; ML Steady (12); Int Very; AL 
LE; XP 2,000 


Notes: A belgoi’s touch temporarily drains Id6 points 
of Constitution (duration Id4 turns loosing all bonuses), 
and the victim fall unconscious upon reaching 0. Each of 
a belgoi’s claw attacks inflicts this power. 

Special Equipment: None 


Psionics Summary 

PSPs: 58; Power Check: +9 

MAC: 14 

Psychometabolism: catfall, cause decay, flesh armour 

Telepathy: attraction, domination, ego whip, mass 
domination, mind blank, mindlink, phobia amplification, 
psionic blast, thought shield, tower of iron will 
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Other Encounters: The DM may opt to place another 
short encounter into this journey based on their own 
personal campaign. Such encounters might include a 
rendezvous with slaves tribes, other important NPCs, or 
additional monster attacks. Regardless, these encounters 
should not take considerable time out of the journey, 
otherwise Arru protests at the delay. Unless they travel to 
the Silt Sea, the heroes do not encounter any dray (even 
dray spies) on their way to Nibenay. 


City of Spires 

Regardless of how they reach the city, the heroes eventually 
arrive in Nibenay for their meeting with the Shadow King. 
As Arru stated to them earlier, the heroes must arrive 
at the city’s Reservoir Gate. The reason for this becomes 
evident the closer they approach the city. 


The home of the Shadow King looms before you. Also 
known as the City of Spires, the ornate buildings of this 
ancient city tower above the outer walls and are the first 
sights you see as you draw near. Shortly after Nibenay 
comes into view, you become aware of a shimmering 
luminescence surrounding the city, something not apparent 
on previous trips to the Shadow King's domain. 

^My master wards the city against our common foe," 
explains Arru upon noticing your concern, “preventing 
magical travel in and out of Nibenay. We must hasten 
our travel, for my king cannot maintain the shield forever.” 

Quickening your approach you make your way towards 
the Reservoir Ga te, where youre met by three other women 
dressed with the same lack of clothing as Arru. "These 
are the high templars of the Shadow King," declares Arru, 
"Djena, enforcer of the kings Law, Rejan of the Chamber 
of Water, and Kahayla of the Chamber of Earth. They 


are here to escort you to the Naggaramakam.” 


The High Templars are business-like and engage in no 
conversation as they walk through the city. Several resent 
the fact that their master does not entrust the defeat of 
Dregoth to them, but instead enlists the help of outsiders. 
This animosity is visibly conferred on the heroes with 
glances of hatred and malice while they walk. 


As you pass through the Reservoir Gate, the wondrous 
architecture of Nibenay comes into view. Though the city 
is still one of the few under the rule of a sorcerer-king, one 
cannot say it has languished. However, it is difficult to 
concentrate on architectural monuments when it’s visibly 
apparent that the city is in a state of deep unrest. 

“Many have begun to panic due to my masters 
protective spell, d coldly states Djena, more to her fellow 
templars than to your party, “though some know of the 
recent disruption of clerical magic. Come, the Shadow 
King awaits us in the Jade Hall.” 

The journey through the city streets is quick under 
the direction of the high templars, and soon you find 
yourselves at the walls of the Naggaramakam. Few besides 
the templar-wives of the Shadow King have seen beyond 
its monstrous walls and the lofty agafari trees that tower 
over them. As you pass through the heavily guarded gate, 
the splendour of this forbidden city is not lost on you. 

Surrounded by small buildings and lush plant life is 
the palace of the Shadow King - a structure resembling 
a large human face with long flowing hair, which reaches 
the ground surrounding the building. Carved within the 
hair are images of thousands of females, which you've 
heard are rumoured to be the likeness of every templar 
to serve the Shadow King. A steep set of stairs leads to 
a small entrance beneath the face’s chin, and it is there 
you are led by the high templars. The females here regard 
you with visible contempt, while the one or two males you 
notice have their gaze focused unerringly on the ground. 


The walls surrounding the Naggaramakam are 50 feet 
in height, obscuring the view of all structures inside. Any 
who have seen the human visage presented by the Shadow 
King recognise it as the face of the Naggaramakam. Any 
questions presented to the high templars by the heroes are 
ignored from this point forward, and they're sternly told to 
keep on the path up the stairs and to their meeting with 


the Shadow King. 

This complex is filled with easily a hundred of the 
Shadow Kings templars any aggression is met with 
merciless force. All high templars are at least I4th level 
(use Arru’s stats), while subordinates here range from 5th 
to IOth level - most would revel in the heroes’ passing. 
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The Naggaramakam 
If the heroes have played through Marauders oj Nibenay, 


portions of the Naggaramakam's interior appear familiar. 
However, some of the structure has been refashioned 
following the Great Earthquake and the events of the 
Prism Pentad. Consequently, while some things may 
look familiar, others are not. Once the heroes enter the 
opening below the face’s chin, continue with the following: 


After the near-vertical steps of the 
Naggaramakam, you enter a dark corridor with a sense 


of foreboding not easily dismissed. Low-burning lights of 


a magical nature are the only means of illumination as 


ascending 


you traverse several gloomy corridors, and you soon lose 
track of your location in the maze of dim passages. After 
what seems like a mile of darkness, you suddenly come 
to a great hallway, rectangular in shape, with floor, walls, 
and ceiling carved completely of jade. The chamber is 
illuminated by some three dozen glowing emerald spheres 
hanging from the ceiling from chains of bone, showering 
all in an eerie greenish glow that easily adds to your 
discomfort. 

Proceeding slowly through the chamber, you see three 
figures standing in wait, one seated on a high throne, the 
other two in the shadows to either side. You are soon 
standing before the throne which no one but the Shadow 
King may sit upon, and your templar guides drop to their 
knees in reverence to their master. 


Though Nibenay does not expect it (especially if the 
heroes have been opposed to the Shadow King in the 
past), a show of respect here by the heroes goes a long 
way towards earning the respect of the sorcerer-kings. The 
DM should pause briefly to allow for this possibility, then 


continue with the following: 


With a wave of his hand the Shadow King causes the 
jade orbs to burn bright, illuminating the chamber to a 
near-normal level It is then you recognise the shadowy 
figures for who they are - Hamanu of Urik and Lalali- 
Puy of Gulg! The look of surprise on your face is evident, 
anda soft chuckle comes from the direction of the throne. 
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Моё ѕіпсе the time of Rajaat’s release at the hands of Dregoth s Designs 
the usurper Tithian has Athas faced so great a danger. 


Dregoth the Undead Dragon King, Third Champion of “Т see by the looks on your faces you are not convinced, " 


Rajaat, is on his way to becoming a god, and unless he is continues the sorcerer-king, "but it is true nonetheless. 


stopped all priestly magic on Athas shall be destroyed!" The destruction of Raam was only a single component 


in the spell our fellow Champion casts, one he doubtless 
fabricated with knowledge gleaned from his travels to the 
Outer Planes. Have you not felt the loss of priestly magic 
from the Elemental Planes? It is only the beginning. Soon 
all magic procured from the Inner Planes will be lost!" 

The Shadow King suddenly sits back in his throne, a 
drained look upon a face you know to be an illusion. It is 
then that the Lion of Urik steps forward, his bold strides 
carrying him with an air of authority that is difficult to 
disregard. 


"You must excuse our host, " he states, “for the power it 


takes to maintain the magical boundary surrounding the 
city can be taxing. Perhaps you've asked yourselves why 
you are here? It is quite simple really - we are in need of 
your services. The three of us cannot openly act against 
Dregoth without incurring his wrath. In many ways, he 
has become even more powerful than the Dragon ever 
was. The fate of Raam would befall all cities large and 
small should we directly interfere, and I would guess that 
all would be killed instead of used to power his sinister 
spell. Hence, we need powerful agents armed with the 
knowledge needed to defeat him, and, with the continual 
loss of priestly magic, our templars would prove ineffective 
for this task.” 

“Do you mortals even realise what is happening here?” 
rudely interjects the Oba of Gulg after seeing your 
trepidation. "Do you have any idea how magic travels 
from the Elemental Planes to Athas? Elemental magic 
travels from the Inner Planes to Athas along conduits. 
On other worlds beyond this one exist beings that gather 
energy from their worshippers along similar conduits - 
conduits which do not exist on Athas. Dregoth plans to 
move the conduit from the Inner Planes to the Outer 
Planes, as he believes that this will make him a god 
like those that exist on other worlds. If he succeeds, only 
those who worship him shall receive priestly magic. Their 
devotion will feed him, and he will reward them in turn 
with elemental magic. Do you understand the peril now?” 


“Though ill-mannered,” replies the Shadow King with 


an apparent second wind, “my dear Lalali-Puy is correct. 


Unless Dregoth is stopped, all priestly magic as we know 
it will no longer exist, and the Ravager of Giants will 
reign supreme. After viewing your efforts in Raam, you are 
our first choice for opposing Dregoth’s plans. Defeating 
the Undead Dragon King will be no easy matter and 
youll be in need of powerful magic if you're to succeed 
- magic were prepared to give you. The reward for this 
task would be great, as you would have the thanks of three 
sorcerer-kings to fuel your greed. There is no deception 
here. Our words and compensation are authentic. We 
must know your answer forthwith, as every moment brings 
Dregoth that much closer to his goal. " 


The sorcerer-kings are true in their dealings with the 
heroes, though the information they present is only what 
the party needs to know to get them interested. Once they 
agree, more information is provided. Should the heroes 
still be hesitant, the sorcerer-kings urge them to take a 
look at the presented facts. Under no circumstance do 
the sorcerer-kings submit to spells or psionic probes by 
the heroes. If the party declines, the Shadow King makes 
it perfectly clear that others of less skill can be chosen 
= though they may not survive the task. If the heroes 
refuse, they adventure is over unless they decided to take 
on Dregoth without the aid of the three artifacts. In this 
case, the DM should ensure that their foolishness costs 
them their lives. 


Facts and Gratuity 


Once the heroes accept the task presented to them by 
the sorcerer-kings, they are told about the items needed to 


help defeat Dregoth: 


“The key to defeating Dregoth,” begins the Shadow 
King, “is preventing his power from affecting you while 
at the same time being able to injure him. Few weapons 
on Athas can truly harm a Champion of Rajaat and 
fewer still can counter their power. One such item was 
the Scourge of Rkard, though now it rests broken in the 
magma of the Ring of Fire guarded by Sadira’s wards. 
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But the Scourge is not the only artifact of Athas’ past, 
and not the only one created by the War-Bringer and 
others since and before him. When Dregoth was first slain 
two millennia ago, several such items were carried by his 
killers to counter his power; it is these you shall seek." 

"Linfortunately," the Shadow King adds, "two of the 
three were held by Abalach-Re and Andropinis, though 
their templars may know of their current locations. The 
third was lost following Dregoth first ‘death,’ though 
rumours persist regarding its return.” 

The Shadow King once again sits back in his throne, 
and the sorcerer-queen of Gulg steps forward. 

“The first Item you shall need was once owned by 
the late Abalach-Re, " the Oba coldly states, “a large 
sapphire known as the Star of Badna. This perfect gem 
was unearthed from the mines of Raam shortly after the 
defeat of Rajaat and was enchanted by the queen to 
act as a protection against wizard magic cast by defilers. 
This artifact has disappeared since her death, though my 
sources report that a former templar named Grogh-En 
may know the location of the sapphire. Be warned mortals, 
as rumours persist of a terrible curse that accompanies 
the Star of Badna. It is unknown whether this is hearsay 
fabricated by Abalach-Re or a frightening truth. You 
must return to Raam and discover its whereabouts.” 

“The second item is another weapon created by Rajaat,” 
begins the ruler of Urik, “a sword known as the Scorcher. 
It was with this weapon that I dealt Dregoth his death 
blow with frightening ease, so much so that I threw the 
weapon into the centre of the Silt Sea to prevent its use 
against us in the future. I had thought the Scorcher lost 
forever until news of a sword matching its description 
appeared in the village of Cromlin I00 years ago, though 
it soon again disappeared in the hands of an ex-gladiator. 
Begin your search for this weapon in Cromlin.” 

“The last artifact was discovered by Rajaat when he 
took control of the Pristine Tower,” says the Shadow King 
in a low, drained voice, “and is an item not seen since 
the end of the Blue Age. This halfling artifact is known 
as the Pearl of the Sunrise Sea, and was given to Albeorn 
(the true name of Andropinis) by the First Sorcerer to aid 
him in his quest to rid Athas of elves. Following the first 
death of Dregoth, the Slayer of Elves learned the Pearl 


protected its owner from psionic powers like no other item 
on Athas - likely because the Pearl was created before 
psionics. Regardless, the item was not with Andropinis 
when he was imprisoned in the Black by Rajaat and may 
be hidden somewhere in Balic. It is said that the hidden 
templars of Andropinis have a way to contact their former 
master, for only he knows the location of the relic. 
“With these three artifacts" concludes Nibenay, 
“You stand the best chance of preventing Dregoth from 
completing his spell. Our divination of what the Dread 
Lord is doing indicates that his spell will not be complete 
for some time - at least two weeks. However, the further 
along his spell gets, the more priestly spell levels shall 
disappear. You must find the three relics and confront 
Dregoth before this time, else we three must take action. Be 
warned! If we are forced to confront him, the devastation 
to the land is likely to be vast, perhaps laying waste to 
the entire Ivory Triangle. This is another reason why you 
must undertake the mission in our place. Despite what 
you think of us, we do not wish to see Athas destroyed. 
After you locate these ancient artifacts, Dregoth is likely 
to be found in New Giustenal. Well,” pauses the Shadow 


King, “are you up to the task?” 


If the heroes have further questions, the DM should use 
information provided throughout the product to answers 
them, being careful not to divulge any facts they or the 
sorcerer-kings would not know regarding Dregoth’s plans. 
One thing the sorcerer-kings are not telling the heroes is 
that these artifacts would work as well against them as 
they do against Dregoth. For this reason they'll be on 
their guard should the heroes succeed in their task and 
come after them at the end of the adventure. 

If the heroes lawfully live up to their end of the bargain, 
the sorcerer-kings will live up to theirs and reward the 
heroes handsomely. A complete list of what. they offer 
can be found in the Conclusion, though the following 
are some of the things that can be promised prior to the 
start of the quest: 


Freedom: For those concerned with slavery, each of the 
sorcerer-kings agrees to release 500 slaves from bondage 
should the heroes defeat Dregoth. These slaves must leave 
their cities, never to return. Since the Dragon is no longer 
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around to demand a levy, this is an easy request for the 
sorcerer-kings. This would be presented as reward for all 
the heroes, and the tyrants care not where the slaves go. 


Wealth: Each hero is offered 5,000 gold pieces for 
defeating Dregoth, which is a king’s ransom by Athas’s 
standards. No hero can collect more than 5,000 gold if 


other members of the group do not return. 


Property: The sorcerer-kings offer each hero the 
equivalent of a noble’s estate in one of their cities or 
the city-state of Tyr, where Hamanu secretly owns several 
holdings (this is not revealed to the party just yet). Each 
estate has an annual net income of I,000 ceramic pieces. 


Magic: The treasure holds of the sorcerer-kings are vast, 
and rare magical items and forgotten spells can be found 
only there. This includes items found on the magical item 
charts in Psionic Artifacts of Athas, with the exception 
of artifacts and life-shaped items. Another deal may also 
involve the heroes being able to keep one (and only 
one) of the three retrieved artifacts. The others are to 
be handed over to the sorcerer-kings following Dregoth’s 


defeat. See Conclusion for further details. 


Once the heroes have no further questions, the Shadow 
King has a few parting words for them before they begin 
their search for the three relics: 


“It is unlikely youl be able to kill a dragon of Dregoth’s 
might,” says the Shadow King, “but in truth you do 
not have to. All you have to do is prevent him from 
completing his spell. In theory this would restore the 
elemental conduits to normal and return clerical magic to 
Athas. Once the spell has been disrupted, a hasty retreat 
would be in order, as Dregoth is going to be extremely 
unhappy with your interference. The Dread King has 
agents in every city, dray of extreme cunning and skill, to 
hinder your quest. At the very least, they may alert their 
master to your deeds and, should Dregoth confront you 
before you have all three artifacts, you Te as good as dead. 
For this reason, attract as little attention to yourselves as 
possible before you're ready to confront him. 


"If you have no further questions,” he concludes, “my 


high templars will show you out and be sure you're given 
anything else you may desire before your journey begins. 
Speed is of the essence, as your time is finite. If you fail, 
all of Athas may be doomed.” 


Once escorted from the Naggaramakam, the high 
templars supply the heroes with any items (and a few 
magical items) they require for their mission. 

This includes any basic equipment Dark Sun campaign, 
any type of spell component, magical weapons of up to 
a +I enchantment (20% chance for the item to be of 
metal construction), and any type of mundane non-metal 
armour. The templars also have a limited number of 
magical fruits to give the heroes (which are treated as the 
following potions): four fruits of healing, two fruits of extra- 
healing, a fruit of flying, a fruit of Athasian giant strength 
(Strength 23), and a fruit of restoring psionics. 

If the heroes do not possess mounts of their own, the 
templars provide either kanks or crodlus for the journey 
(half-giants are too large to ride most mounts, and elves 
will not wish to ride). If the heroes are somehow destitute 
(this is difficult to believe at the character's level, though 
not impossible), they are given 400 ceramic pieces each 
for the journey. 
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Lastly, should any of the heroes still suffer from wounds 
or other ill effects suffered in the defence of Raam, the high 
templars see to their healing before they leave Nibenay. 
This includes nearly all forms of clerical healing from 
cure light wounds to heal, because of the godhood spell, 
this does not include 7th-level spells such as regenerate 
or restoration. 


Kank: AC 15; MV I5; HD 2; hp I2 each; Attack +2; 
#AT I; Dmg Id6 (pincers); SA poison; SZ L (8 long); 
ML Elite (14); Int Animal (D; AL Neutral 

MAC: I4 


Notes: À target hit by the kank's pincers must save vs. 
poison or paralysed in 2dI2 rounds. The effects of the 
poison wear off after 2d6 hours. 


Crodlu: AC 16; MV 24; HD 4+4; hp 22 each; Attack 
+5; &AT 5; Dmg Id4 (x2)/1d8/Id6 (x2) (forearms/bite/ 
hind legs); SA Grapple; SZ L (10° tall); ML Steady (IT); 
Int Animal (1); AL Neutral 

MAC: I2 


Notes: The crodlu’s grapple attack occurs when both 
forearms attack as successful, causing the bite attack to 
be an automatic hit. 


Chapter Three: 
The Quest 


“Do you think they'll succeed?" asks the Oba. 

"Does it matter?” responds the Lion of Urik. “In the 
end, we would be victorious over the Ravager of Giants. 
He is no Borys.” 

“Т am still against telling these mortals of the artifacts.” 
states Lalali-Puy, "They are effective against any dragon. 
Perhaps we should contact Keltis and Daskinor - what 
do you think, Gallard?” 

“My dear Oba,” replies the Shadow King, “you do not 
fully understand the consequences of Dregoth’s actions, 
do you? Even if we were to intervene directly, his chance 
of success is equal to that of his defeat. It makes sense 
to use the mortals for now, but that is not my concern. 
Dregoth will not be content at godhood, you know. The 
world would be remade in his image if he prevails, and all 
who do not conform will be annihilated. Does this sound 
familiar to you?” 


—The Champions of Rajaat 


Chapter Overview 


This chapter is broken down into three sections, each 
detailing the party's search for the three artifacts learned 
of from the sorcerer-kings - the Pearl of the Sunrise Sea, 
the Star of Badna, and the Scorcher. Details on these 
artifacts, including special abilities (and liabilities), are 
detailed in Appendix V. The heroes can search for 
any of the three first, though it makes sense to find the 
Scorcher last since it is then a short journey to New 
Giustenal. However, the heroes may be aided in their 
travels by Nanda Shatri, cutting days off their travel time. 

Time is also an issue in this chapter, though not 
excessively critical. Unless the heroes purposely ignore 
the Shadow King’s warning, they can stay within the 
adventures “loose” timeline and the DM should have 
nothing to worry about. If it becomes apparent that the 


heroes are not going to retrieve all three items in a 
reasonable amount of time, they may have to confront 
Dregoth at the Pristine Tower with only one or two of 
the relics. The characters have up to 20 days before 
this becomes e concern N the DM. Given the party's 


If the heroes miss this timeframe, theyll be contacted 
psionically by the Shadow King and told to go immediately 
to the Pristine Tower before Dregoth is able to complete 
the godhood spell. 

If at any time during this chapter a character dies and 
cannot be restored to life, that player can bring in another 
character to take its place. Such characters would either 
be other comrades of other surviving heroes or can be sent 
by the Shadow King to aid their quest. Because of the 
loss of spells, the sorcerer-kings do not offer to resurrect 
any deceased player characters. During each section of 
this chapter, Dregoth completes stages three through five 
(respectively) of the godhood spell. 


The Scorcher 


Discarded by Hamanu in the 164th King’s Age following 
the first death of Dregoth, the Scorcher rested at the bottom 
of the Silt Sea somewhere off the coast of Lake Island for 
nearly 2,000 years. Like many of Rajaat’s creations, the 
Scorcher was deemed too powerful by the sorcerer-kings, 
hidden from mortal eyes lest it be used against them. For 
20 centuries the Scorcher rested beneath tons of silt until 
it was unexpectedly swallowed by a silt horror. Shortly 
after that, the creature was slain as it attacked the village 
of Cromlin by an ex-gladiator mul named Vorr, who 
stumbled upon the blade in the horror’s gullet. 

Using its power, Vorr wielded the Scorcher in defence 
of the free men of the Tablelands for several years, 
preventing raiders from Nibenay and Raam from enslaving 
the innocents of the Ivory Triangle. With the considerable 
might of the Scorcher, Vorr drew the attention of the 
Shadow King, as well as many others in the area. Just 
as Nibenay was to mount an expedition against the ex- 
gladiator, he suddenly disappeared from the face of Athas. 

In truth, Vorr was slain 85 years ago by one of the 
most powerful creatures on Athas - a nightmare beast. 
While traveling through the Valley of Trevain looking for 


slave raiders, the mul stumbled upon the beast as it was 


headed for the village of Cromlin - which was his home. 


In a horrendous battle, Vorr was killed. The nightmare 


beast took Vorr's body back to its lair on the edge of the 
Black Spine Mountains. Vorr was never seen again. 


The conclusion of the battle, however, was witnessed 
by a lone nomad, a young female elf by the name of 
Shimmer, traveling from Fort Inix to Cromlin on business 
for House Shom. She watched in horror as the nightmare 
beast dragged Vorr and his weapon towards the verge of 
the Black Spine Mountains, then disappeared amongst the 
crags. Shimmer told her story to a master trader of House 
Shom, who discounted her ramblings and dismissed her 
from his service. Now over 120 years old, Shimmer is a 
member of the slave tribe Tenpug’s Band, taken in by its 
mul leader because of her skill in weaving clothes. 

To find the Scorcher, the heroes must find Shimmer. 
This is done by traveling to Cromlin and inquiring as to 
her whereabouts. She has not been seen for many years, 
and those who did know her believe her to be dead of 
old age long ago. Eventually the heroes do make contact 
with a member of Tenpug’s Band who knows Shimmer 
is still alive. If the party is not deemed to be dangerous 
to the slave tribe, they'll be led to her. With Shimmer's 


information, the heroes will have a good idea of where to 


begin their search for the ancient weapon. 
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Cromlin 


Cromlin is a trading village established by House Shom 
of Nibenay on the Silt Sea. Despite its location, a great 
deal of trade passes through Cromlin, supported by both 
House Shom and House M'ke of Raam. Silt skimmers 
travel the shoals between Cromlin and Break Shore across 
the bay, cutting travel time considerably between the two 
areas. Navigators who can make the journey are few, 
and their fees are high. Cromlin is one of the last truly 
profitable outposts for House Shom, and many in the 
village work for the traders here in one form or another. 
The people of Cromlin are "shady" at best, and many 
of them are thieves or exiles of one type or another. 
Unless it interferes with trading operations, authorities 
(owned by House Shom) tend to turn a blind eye to 
unlawful activities. Aside from House Shom, the village 
is populated by the Sky Singer elves and members of 
Tenpug's Band. Most know of the nature of the slave 
tribe but say nothing because of the high-quality goods 
the Band produces and sells or barters in the marketplace. 
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Regardless of their origin or alliances, everyone in 
Cromlin is forced to wear a scarf of some sort across their 
mouth due to the constant silt blowing off the dust sea. 

It is quite possible the heroes may have been in Cromlin 
before, as the village has been previously detailed in the 
box set City by the Silt Sea, and may also have come 
into contact with Tenpug’s Band during their travels. If 
this is the case, the DM should adjust the adventure 
accordingly. Regardless, the heroes must still follow various 
clues that eventually lead them to the hidden location of 
Tenpug’s Band and the elf Shimmer. 

Though not large in size (300 residents), Cromlin is 
a bustling village, and a locale that is often unsafe for 
strangers. The heroes are treated at best with indifference 
until they make friends or prove themselves in some 
fashion (see The Dirty Lizard, below). Another method 
of the heroes getting what they want is to grease the 
palms of various NPCs, though this often results in 
characters being accosted because of their wealth. Below 
is a list of locations in Cromlin as presented on Map #4. 
Descriptions given at these sites can place the heroes on 


the right path to finding the elderly elf Shimmer. 


Map #4 Key 


Location #1 - Silt Piers: These piers extend 20 feet 
above the silt, allowing giant skimmers to unload their 
goods and personnel quickly and easily. The piers are 
made from agafari from the Crescent Forest, at great cost 
to House Shom. Each pier is either owned or rented 
by private citizens, though several of them belong to 
House Shom and House M'ke. Normally there are Id6 
skimmers here at all times, most with small crews looking 
for hands to hire on for a voyage. At the base of the 
central pier is a small building where a member of House 
Shom logs in and collects fees from skimmers entering 
and leaving Cromlin. 

With the near destruction of Raam and the presence 
of Dregoth's army in this part of the Silt Sea, the piers 
are full of ships whose captains are still afraid to leave 
port. Because of the presence of House M'ke, knowledge 
of the attack on Raam has spread quickly. At this point, 
all vessels are remaining idle until House Shom makes a 
decision on whether or not to resume trade. 
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No one here remembers or has ever heard of anyone 
wielding a sword fitting the description of the Scorcher. 
Most people here suggest the heroes inquire at House 
Shom’s lodge, the Marketplace, or the Dirty Lizard tavern. 
The later is met with a chuckle from some of the more 
seasoned sailors. 


Location #2 - Shom Warehouse: This area is heavily 
guarded by members of House Shom and only the orders 
of Master Trader Hurdll Crost can open its doors. There 
are currently IO men guarding the warehouse around the 
clock. This is five times the normal patrol for the building 
and rumours abound as to exactly what is being stored 
within. 

In truth, due to skimmer inactivity, the building is full 
to the brim with goods destined for Raam and Draj, a 
veritable fortune in wood, copper, iron, and other various 
products. Because of this, Crost has increased protection 
on the warehouse until some of the goods can be routed 
to other cities, or until it’s safe again to travel across the 
Silt Sea. 

Anyone asking questions here regarding the Scorcher is 
met with a negative shake of the head. Characters making 
inquiries are referred to either the House Shom Lodge or 


the Dirty Lizard Tavern. 


Location #3 - Homes: This cluster of homes varies 
from crude mud structures to elaborate constructions of 
stone and agafari wood, though there are only a few of the 
latter. Most people who live here are humans and exiled 
elves, in addition to a smattering of other races - with the 
exception of aarakocra, who would despise the Sea of Silt. 
There are no street patrols or other authoritative forces 
defending citizens, so visitors who venture into the darker 
alleyways had best be prepared for the worst. 

Many of the common folk who live here want nothing 
to do with strangers, and questions regarding the man 
who found the Scorcher nearly 90 years ago are often met 
with shrugged shoulders. No one the heroes speak with 
here was alive when the weapon was found. If citizens are 
bribed with up to IO ceramic pieces, they tell the heroes 
to ask Jaksot Han at the Dirty Lizard tavern, as he has 


lived in Cromlin longer than most. 


Location #4 - Dirty Lizard: This large tavern is 
Cromlin’s only source of enjoyment. The tavern is owned 
and operated by a 60-year-old ex-silt pirate named Jaksot 
Han who started the business after losing his right eye in 
a raid. Unfortunately, the Dirty Lizard is a place where 
fights and drunken arguments break out on a regular basis, 
and has become a way for the locals to test the abilities of 
newcomers. As long as they can prove their worth, this is 
the best place in Cromlin to glean information regarding 
the Scorcher. 

The capacity of the silt piers is reflected at the Dirty 
Lizard. Normally, its common room contains a collection 
of 30-40 skimmer crew members, merchants, thieves, con 
artists, and free citizens drinking the local broy. However, 
because of Dregoth’s attack on Raam, there is near to 70 
people packed in the building and boredom is beginning 
to set in. This situation is nothing more than a brawl 
waiting to happen. 

As the heroes enter the Dirty Lizard, they're met with a 
combination of blank, disapproving stares and boisterous 
insults - most of which become extremely personal and 
impolite. If the heroes ignore the crowd, they'll get no 
information out of them regarding the Scorcher. Inquiries 
as to the location of Jaksot (following leads from Location 
43) are ignored, even by the bartender and serving maids. 
In truth, Jaksot is sleeping off yesterday's activities in a 
back room, and does not awake unless a brawl begins. 

The DM should make every effort to get the heroes 
involved in a brawl at the Dirty Lizard, as it is the only 
way to get the information they require. If a fight breaks 
out, it begins with up to six drunken opponents against 
the party, but there is a 75% chance for the entire tavern 
to get involved in a free-for-all. None of the other patrons 
use weapons or magic. This is strictly a hand-and-foot 
altercation, though occasionally someone will draw a small 
bone knife to slide into an opponent’s ribs. Regardless of 
the party's actions, the fight does not last longer than two 
turns. Use Map #5 for a schematic of the tavern. 

The DM can insert other NPCs during this fight or 
increase the levels of those below, though they should 
not be greater than 8th level. Each hero in the brawl has 
Id3 opponents at any one time, with the DM rolling for 
additional combatants when one or more is defeated. 
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Dirty Lizard Brawlers 


Human & Elf Male Fighters (65): AC I3 (leather, 
Dex); MV 12; HD 5th-level fighters; hp 30 each; Attack 
+6; #AT I; Dmg as punching & wrestling +2; SA 
Fighting styles; SZ M; ML Steady (11); AL N; XP 270 

S I7, D I5, C 15, I 13, W 14, Ch IO (average scores) 

MAC: I2 


Notes: If the DM desires, each of these fighters is 
considered to be specialised in the llnarmed fighting 
style, gaining any appropriate benefits of that style. 

Personality: Violent, rough, sordid 

Special Equipment: There is a 20% for each of these 
men to be concealing a bone knife. 


Half-giant Male Fighters (2): AC 10 (none); MV 15; 
HD 4th-level fighters; hp 55 each; Attack +8; #АТ I; 
Dmg as punching & wrestling +8; SZ L (II^ tall); ML 
Steady (12); AL (N; XP 270 

S 22, D 14, C 17, I 10, W 10, Ch IO (average scores) 

MAC: IO 


Notes: There is a 5096 chance for a hero defeating a 
half-giant to have one of them become smitten with the 
character and wish to follow him or her around. 

Personality: Rough, rugged, carefree 

Special Equipment: None. 


If the heroes come out on top of the brawl without killing 
or seriously crippling any patrons, they will have proven 
themselves to the crowd and can obtain the information 
they desire. While most patrons know nothing of Vorr, 
Jaksot Han does (the DM may wish to set a price for his 
information, though not more than 200 ceramic). When 
the heroes finally locate the elderly ex-pirate and question 
him about the Scorcher, read or paraphrase the following: 


"| remember the stories about the exgladiator who 
found a powerful sword," says Jaksot. "His name was 
Vorr. My father used to tell tales of how Vorr used a 
mighty weapon that burned of black flame to kill slave 
raiders across the lvory Triangle. For years he revelled in 
slaughtering templars from both Raam and Nibenay. The 


descendants of several freed slaves still live in Cromlin. 
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Then one day, he left to confront a group of raiders 
said to be sent from Nibenay to kill him... and he never 
returned. My father always told me he killed one hundred 
of the Shadow Kings most powerful priestesses before they 
brought him down. That was the last anyone ever saw of 
him." 

Rubbing his chin as if to bring forward a distant 
memory, Jaksot adds, "| do seem to remember a story 
told to me by my elf nanny when I asked her about the 
legend of Vorr. Her name was Shimmer, and she told me 
Vorr was killed by a nightmare beast who dragged the 
mul to its lair to feast on him - the magical sword still 
locked in his grasp. The last I had heard she was living 
with Tenpugs slave tribe to the west, if she’s still alive. 
She was well over I00 years old last time I saw her, and 
that was a decade ago. Thats all I know.” 


Jaksot does not know where Vorr confronted the 
nightmare beast, nor where the creature's lair is located. 
If it’s the truth, then that information is known only 
to Shimmer. Though a member of a slave tribe, Jaksot 
explains that people from Tenpugs Band freely come to 
Cromlin to sell their wares and purchase goods. Since this 
has been to the benefit of House Shom (who resells their 
goods in other cities for a hefty profit), the Master Trader 
has given them free access to Cromlin, despite being 
declared outlaws in neighbouring city-states. 

Jaksot knows the general location of the tribe, though 
he suggests that it would be safer to be led there by one 
of its members or associates. He offers up (at a price of 
20 ceramic pieces, more if the heroes have been throwing 
around money) the name of a trader named Gessnic, who 
can be found in the Marketplace (Location #5). This 
human travels regularly to Tenpugs secret hideout, and 
can take the party there. 


Location #5 - Marketplace: This section of the village 
is where merchants from the Ivory Triangle are allowed 
(by House Shom) to set up their booths from sunrise to 
sunset. Once a week, Master Trader Crost personally 
visits each merchant to take 10% of their weekly profits - 
and woe to anyone foolish enough to try and cross House 
Shom, as they have agents everywhere. Because of House 
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Shom's cut, there is a 10-15% markup over standard 
goods prices (as found in the Campaign Guide). Almost 
anything can be found here, including illegal items (such 
as spell components) that aren't openly displayed = 
though a few elf merchants may have them. There is a 
fence of stacked stones that surrounds the area and it is 
a simple matter to break through it for whatever reason. 
There are also a dozen guards of House Shom here to 
keep the peace at all time (stats the same as human males 
from the Dirty Lizard); they are in essence protecting the 
gratuity earned each week by Crost. The only thing not 
for sale here is water, which must be purchased directly 
from House Shom. 

If the heroes have spoken to Jaksot, it’s a simple matter 
to find the wandering traders booth by asking any of the 
other merchants or by inquiring with the guards. Gessnic 
is a middle-aged human male who deals in the buying 
and reselling of goods that are either in high demand or 
are difficult to find in certain areas. If questioned about 
Vorr or the Scorcher, Gessnic knows nothing, If asked 
about Shimmer and how the heroes can contact her, he 
replies: 


"So you wish to meet the old seamstress, ” retorts the 
merchant. “That is easier said than done. Tenpug is wary 
of strangers, and his trust is difficult to earn. Perhaps 
if you have something of value to donate to the tribe, 
something extraordinary, I could escort you there and put 
in a good word for you. Tenpug is a fanatic for finely 
crafted works of art and those with the skills to create 


them. You present such a thing to Tenpug in my name 
and I'll take you there. Do we have a deal?” 


Gessnic wants the heroes to give something of value to 
Tenpug in his name to clear a debt for merchandise he 
has with the mul’s slave tribe, the total of which is 500 
ceramic pieces. In this case payment may mean several 
different things - including weapons, magical items, gems 
or jewellery, but especially creative works of art which fetch 
a high price with nobles and templars in Nibenay who 
appreciate such items. Coin is also acceptable, though the 
heroes would have to pay more in this case (750 ceramic) 
since there is no resale value. 


If the heroes agree to Gessnic’s terms, they can 
immediately begin their journey to Tenpugs location. 
If not, he wishes them luck in finding it on their own. 
Gessnic is a 4th-level trader who tends to avoid combative 
situations whenever possible. 


Location #6 - Shom Lodge: This three-storey building is 
the main complex for House Shom’s dealings in Cromlin, 
and is extremely well fortified against both attacks and 
the harsh weather. A dozen officers and overseers assist 
Master Trader Crost in the trafficking of goods through 
Cromlin, with the weather keeping these men indoors 
most of the time. The building is typically guarded by two 
half-giants in the service of House Shom (use stats from 
the Dirty Lizard) armed with obsidian-tipped impalers. 
Unless there is a member of House Shom waiting for 
someone at the front door, no one is allowed in. 

One can attract the attention of someone here by 
coming to buy water, the only place in Cromlin where it's 
available. This attracts the attention of a minor overseer 
named Siln (3rd-level trader) who charges one silver piece 
for 25 gallons of water, but not less than five ceramic 
if the heroes haggle. If Siln notices that the heroes have 
money (based on previous actions in Cromlin) he raises 
the price to IO silver for 25 gallons. 

Another way for the heroes to get the attention of 
House Shom is by relating recent events in Raam. 
Any information regarding the condition of the city is 
meaningful to the merchant house. If the heroes offer an 
information trade to House Shom, they end up meeting 
personally with the Master Trader (LN human male 
TrI5). Unfortunately, Crost knows nothing about the 
legend of Vorr or the elderly elf Shimmer, though he can 
point the heroes in the direction of both the Dirty Lizard 
and the Marketplace for further information. 

However, the fact remains that Crost still requires the 
information on Raam. He is willing to supply the heroes 
with either up to 50 gallons of water (bidding begins at 20 
gallons) or supplies at standard cost (which is 10% below 
the Marketplace) for the information. He has little else 
to trade for the information, though he can also barter 
with future favours that can be integrated in the DM’s 
campaign following this adventure. 


Chapter Three: 
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Location #7 - Shom Barracks: The common guards 
and lower-level traders of House Shom dwell here. Crost 
keeps a minimum of 30 soldiers on the payroll at all 
times, and another dozen traders who often accompany 
caravans across the Tablelands. The soldiers have the 
same stats as human fighters from the Dirty Lizard. 

In addition, Crost tends to have higher-level mercenaries 
on hand for some of the more “difficult” jobs his regular 
soldiers can’t handle, and these NPCs are given free 
boarding here. Should the DM have a need for such 
characters, create a mixture of NPCs of various classes 
between levels 4-8 for the heroes to encounter. Unless 
the party is directly working for House Shom, they are not 
allowed in this building. 


Location #8 - M’ke Lodge: Unlike House Shom, the 
traders of House M'ke do very little business in Cromlin. 
For the most House М'Ке is present here to exchange goods 
coming from Raam with caravans headed southwest and 
to trade directly with House Shom. House M'ke's interest 
in Cromlin is governed by Garreth Brodden (N human 
male Tr5), who is presently very concerned regarding 
news of Raam. Unless the heroes bear a message from 
his superiors to the north, he has no time to speak with 
them. No one from House M’ke knows anything about 
Vorr or the Scorcher. If the heroes present Garreth with 
information regarding Raam, he offers them the same deal 
presented by Crost above, and also has a ring of animal 
influence (kanl) to offer up in trade (as a last resort). 

In addition, the shipments he’s been expecting from 
Raam are now dangerously overdue, which has a cascade 
effect on clientele who rely on this trading connection to 
obtain goods - including House Shom. Consequently, 
the DM should adjust the prices of silver, silk, and cloth 
for all cities (including villages and forts) in the Ivory 
Triangle - including Nibenay and Gulg. 


Tenpug's Band 


Located I5 miles west of Cromlin is the hidden location 
of lenpugs Band, established in the half-buried ruins of 
an ancient temple. The blowing sands and storms off the 
Silt Sea help conceal the ruins, though the tribe's location 
is remote enough to deter visitors. 
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This tribe is primarily made up of former artist and 
artisan slaves who use their talents to create and sell 
wares in small villages and caravan camps across the Ivory 
Triangle. They pose as freemen and any profit brought 
back is shared with the rest of the tribe. Very few members 
of the tribe are actually skilled warriors, though Tenpug 
has noticed the need for protection and has been inviting 
those with combat skills he encounters to join him. If the 
heroes have positively interacted with Tenpug’s Band in 
the past, dealings with them are bound to be easier than 
if there is ill will between them. Regardless, the heroes 
will be encountered at least one mile from the ruins by 
Tenpug and I5 of his warriors. 

If the heroes have employed the help of the trader 
Gessnic, he can lead them straight here after about two 
days of travel, getting them past the scouts hidden half a 
mile from the ruins. If the party does not have the trader's 
help and has never visited Tenpugs Band before, there is 
a cumulative 10% chance per day of searching to find the 
hidden temple. This factor could prove to be an excessive 
waste of the heroes’ time in regards to the adventure as 
a whole. 

If the heroes have agreed to approach Tenpug with 
Gessnic’s “angle,” the mul ex-gladiator accepts the offer 
and leads them to where Shimmer teaches her craft to 
young members of the tribe. If the heroes have not been 
accompanied by Gessnic, dealings with Tenpug begin 
with an encounter reaction of Cautious (Chapter Eleven, 
Dungeon Master’s Guide), with the confrontation 
quickly turning to Threatening or Hostile if any aggressive 
measures are shown by the characters. Always prudent 
regarding dealings with strangers, Tenpug doesn’t want to 
take the chance the heroes are actually templars or some 
other extension of a sorcerer-king’s power that has come to 
return them to the slave pens. Tenpug may even go so far 
as to blindfold the heroes before taking them to his base 
of operations. The DM is the final judge as to dealings 
with Tenpug and his warriors, and is encouraged not to 
make it too easy for them. 

Once this is addressed to the ОМ contentment, 
Tenpug leads them to the hidden temple and the elf 
Shimmer. Tenpug and his warriors accompany the heroes 
at all times. 
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Tenpug 

Mul Male Gladiator (7th-level gladiator): AC 15 
(studded carru leather, Dex); MV 12; hp 56; Attack 
+10; #AT 3/2; Dmg Id4+7 (iron warhammer); SZ M 
(6° 2” tall); ML Fanatic (18); AL LN 

S 20, D I7, С IG, I 15, W 13, Ch II 

Notes: Tenpug lost his left arm in the arena of Nibenay, 
after which he was made a weaponsmith by the templars. 

Personality: Unfailing, obligated, defensive 


Special Equipment: Iron warhammer, ring of free action 


Psionics Summary 

PSPs: I0; Power Check: +1 
MAC: II 

Wild Talent: danger sense 


Tenpug’s Band Warriors 
pug 


Human Male Fighters (15): AC 13 (carru leather, 
Dex); MV 12; HD 5th-level fighters; hp 30 each; Attack 
+6; #AT I; Dmg Id8+3 (bone long swords); SZ M; ML 
Steady (12); AL N 

S I7, D I5, C I4, I 14, W I5, Ch IO (average scores) 

MAC: II 


Personality: Loyal, determined, staunch 
Special Equipment: Bone long swords, 2d4 ceramic 
each 


DM. Note: For more in-depth information on Tenpug's 
Band consult the Slave Tribes accessory. 


Shimmer 


If Tenpug agrees to allow the heroes to speak with 
Shimmer, they're lead through the desert to the camp. 
Tenpugs Band consists of over 200 members, most of 
who are artisan ex-slaves that happily work day and night 
at their craft to benefit the rest of the tribe. The tribe's 
location consists of the ruined temple and a few nearby 
tents hidden from view to the south by large sand dunes. 
Inside the ruined temple, the player characters can find 
Shimmer. Once the heroes meet the elderly elf, read or 
paraphrase the following: 


Tenpug and his warriors lead you over dune after dune 
until you eventually arrive at the tribes secret location. 
Partially buried beneath several tons of sand, you see the 
ruin that is the tribes home. After passing through the 
stone doors, you see the interior is bustling with people 
crafting pots, knitting cloths, hammering jewellery, and a 
thousand other duties in their effort to produce works of 
art. Pausing to take in the activity, you follow the one- 
armed mul to a corner of the ruin containing several 
finely crafted articles of clothing, of elegant design as well 
as those practical for desert travel. Here Tenpug stops 
and Says, "Old mother, there are people here to see you. 
They wish to know about Мот.” 

From the shadows of the corner emerges one of the 
oldest people уоште every likely to see aside from a 
sorcerer-king. The elfs skin is wrinkled beyond belief, 
and her hands resemble gnarled agafari roots. She pauses 
from her sewing, squinting her eyes as she glances your 
way. "Vorr.," she croaks amidst a short cough, "That is 
a name I have not heard spoken in a long time. Why 
do you wish to know about Vorr? Speak the truth, " she 
suddenly proclaims in a solid voice, "for these old ears 
know a lie when they hear one." 


The heroes must present a reason for this information, 
and, though the truth may not be believed, it is better 
than a lie. Shimmer knows the party is in search of Vorr's 
powerful weapon and is surprised that over the years no 
one else has approached her. What Shimmer said was the 
truth, as she possesses the wild talent truthear and knows 
if she is being lied to. 

If the heroes are foolish enough to lie to the old elf, she 
refuses to help them, since to have someone who is false 
possess the Scorcher is just as bad as having it fall into 
the possession of a sorcerer-king. Unscrupulous characters 
may try to extract information from Shimmer through 
magic or psionics. Though this may succeed, the elf's age 
and experience (plus a latent psionic talent) are able to 


detect the intrusion, and she immediately informs Tenpug 
of the trickery. This results in instant hostile actions by 
Tenpug and his warriors. In addition, the memory of 
Vorr is buried deeply within Shimmer's mind, and only 
а portion of the information can be extracted before the 


intruder is discovered. Information gathered in this way 
is only partially useful to the party, and additional time 
may have to be spent searching for the weapon later on. 

In any event, it is best if the heroes tell the truth (or at 
least a portion of it), though it is difficult to believe. The 
heroes may opt to omit portions of the story (especially 
their dealings with the sorcererkings), and Shimmer 
will agree to help = though she knows they're holding 
something back Once the heroes come clean with their 
need for the Scorcher, continue with the following: 


"The foolish master trader discounted my story years 
ago," begins the elderly elf “dismissing me from House 
Shom as if I were some crazy person. In truth, he was 
probably glad to hear that Vorr was dead, since the ex- 
gladiator hampered his dealings with Nibenay by killing 


slavers. It as been a long time since he was slain, you 
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know... well over a Kings Age ago. I know you care not 
for a mul exslave, but for the sword which made him 
invincible. He was said to have killed over a thousand 
slavers with his great weapon, but in truth it was more 
like a hundred. It doesn't matter now, for after I’m gone 
none will remember him. 

"[ watched him die fighting a nightmare beast," continues 
Shimmer, her face etched with a distant stare into the 
past, "and for a time it actually looked as if he would kill 
the terrible creature, but in the end the monster prevailed. 

"The beast dragged Vorr's body back to what I thought 
to be its lair, a cave on the eastern face of a mountain. 
Neither was ever seen again. I never had any use for such 
a weapon, though I knew someone would some day." 

After taking a deep breath and a drink of water offered 
by Tenpug, she concludes, "The mountain you seek is 
the northernmost of the Black Spines, in the northwestern 
portion of the Valley of Trevain. Unless the creature 
carried the sword elsewhere, that is where it should be.” 


That is all Shimmer knows regarding the weapon. In 
all her years, she has not heard of anyone else finding 
the sword, nor has anyone asked her about it until today. 
Before the heroes leave, Shimmer shares some final advice: 


“One last thing before you leave my friends.” implores 
Shimmer, “I knew Vorr for a time before and after he 
came into possession of the sword. I swear by Ral that 
the blade carries a terrible curse of some sort, for Vorr 
was never the same after pulling the weapon from that 
silt horrors belly. When you're done with the dammed 
weapon, throw it back in the Silt Sea - or it will kill you 
as surely as it did him.” 


If the heroes have remained on good terms with Tenpug, 
he offers to have one of his soldiers guide them to the 
general location described by Shimmer. The journey is 
roughly I5 miles from Tenpug’s Band and, if the day 
is late, the mul suggests the heroes spend the night in 
the warmth of the temple rather than the cold night. 
If relations with Tenpug have remained cautious for 
the entire encounter, he points the party in the general 
direction of the mountain and bids them a curt farewell. 
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Valley of Trevain 


As depicted on Map #6, the Valley of Trevain rests 
east of the main group of the Black Spine mountains, 
southwest of the village of Cromlin. The Valley of Trevain 
is roughly 10 square miles of rocky badlands, much of 
which contains a variety of dangerous plants and smaller 
predators that also serve a prey to larger creatures that 
come down from the mountains to hunt. The DM should 
use the random encounter charts for mountains and rocky 
badlands while the heroes travel through this area. 

If the heroes have been supplied with information by 
Shimmer, they easily locate the monster's lair after only 
a few hours of searching. If the party only has partial 
information regarding its location (such as by mind- 
scanning Shimmer), there is a cumulative I096 chance 
per day of locating the lair. In this case, the heroes would 
be leaving no stone unturned, doubling the chance for 
random encounters. The mountain has never been given 
a specific name and no longer contains the creatures it 
did long ago. However, the Scorcher can still be found 
hidden in the nightmare beast's former home. 

The cave the heroes are looking for and the terrain 
below it is a simple one but the nightmare beast that once 
lived here is long gone. Nightmare beasts seldom stay in 
one area for more than a decade, moving on to areas 
with greater amounts of food (after they eat everything 
in sight). Since that time, the cave has been the home 
to over a dozen different types of creatures, including a 
tribe of gith and, until a decade ago, an earth drake. 
Currently, the cave and the territory below it have been 
adopted by the local population of so-ut (or rampagers) as 
a yearly mating ground. Unfortunately for the heroes, that 
particular season is upon them. If the party plays it smart, 
however, they may only have to fight two of the creatures 
instead of a larger group of them. Read or paraphrase the 
following after the heroes find the lair: 


The terrain surrounding the mountain indicated by 
Shimmer is jagged and uneven, and traveling through it is 
difficult and tiring. Locating the mountain is not difficult 
and, soon after, the entrance to the lair comes into view 
up a small incline of rocky ground. As you approach the 


lair, however, you can see several creatures prone at the 
base of the slope. A hollow noise resembling snoring can 
be heard, and studying each of the beasts, you notice 
slight movements from each of them. The only clear path 
to the lair is through the pack of sleeping monsters. 


The situation is this: there are eight so-ut “sleeping 
it off just below the lair in the heat of the sun (this 
assumes the heroes approach during the day), while two 
of the creatures are wide awake within the cave preparing 
to mate. Depending on the history of each character, they 
may or may not recognise the so-ut for what they are: = 
knowing that even one is a deadly foe. 

As long as the heroes do not disturb the sleeping so-ut, 
they do not awake. In this case “disturb” means touching 
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one, casting a spell upon it, speaking loudly, or attacking. 
If the heroes are stupid enough to do any of the above, all 
eight so-ut instantly rise and attack. Once the heroes get 
to the cave (which is I00 feet away up the cliff), noise no 
longer awakes the creatures. The climb up the cliff is an 
easy one, requiring only a Dexterity check to successfully 
scale. If a check is failed, the hero is allowed a second 
check to “catch himself’, otherwise said hero plummets 
down the slope taking 2d6 points of damage and has a 
30% chance to wake the sleeping so-ut. 

Once the heroes reach the cave, they'll encounter the 
two so-ut that are feasting here. Because of their special 
senses, the creatures will know if the heroes are approaching 
only if they have metal of any kind on their person. If 
this is the case, the so-ut attempt to ambush the heroes 
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as they enter the lair - one hiding in the shadows to the 
rear while the second one crouches in a niche near the 
ceiling. If the heroes have no metal items of any sort on 
them, they have a chance to surprise the so-ut, as they're 
feeding on the remnants of a wild erdland. The chance 
for the party to ambush the so-ut is extremely good; they 
miss out on the chance only if they're moderately loud in 
their approach. Unless the battle is taken outside of the 
cave, the other so-ut do not awake. 


So-ut (Rampager) (I0: AC 24 (natura; MV I8; 
HD 14+2; hp 72 (x3), 84 (x4), 92 (x2), 105; Attack 
+14; #AT 2 or I; Dmg 2d6/2d6 + special or 3d6 (claws 
or bite); SA Fear, acidic poison, armour bite; SD 1/2 
damage from non-metal weapons, immune to psionics; 
SW sunlight MR 25%; SZ L (12 long); ML Fearless 
(20); Int Semi (3); AL Chaotic Evil; XP 13,000 


Notes: So-ut are most active at night, and have no 
initiative modifiers after sunset or in darkness. They 
induce fear in creatures of 5 HD or less, and others 
receive a saving throw vs. paralysation. So-ut are able to 
“smell” manufactured items, particularly metal, and attack 
man-made objects first. They attack with both foreclaws 
that secret an acidic poison on contact. Victims of this 
attack must save versus poison or take 20 extra points of 
damage (5 points if the save was successful). If the save 
is missed, all weapons and armour must save versus acid 
at -2 or be destroyed. If the bite of the so-ut hits by 
more than 4 points, the creature has bitten through the 
victim’s armour, which must save versus crushing blow or 
its effectiveness is permanently reduced by one point. 


! So-ut found in the cave. 


Once the so-ut in the cave have been slain, the heroes 
can search the area for the Scorcher and any other items 
of value. Unfortunately, the so-uts hatred of man-made 
items has destroyed many of the valuables that have 
accumulated here over the years. In addition, a so-ut with 
its head scorched in black flame lies in the far corner of 
the cavern hidden from casual view by a small group of 
stalagmites. The creature died after trying to destroy the 
Scorcher with its deadly fangs. The weapon of Rajaat can 
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be found still lodged in its blistered jaws. Other items 
of value found in the lair include: 403 ceramic pieces 
scattered about the cave, a gem of seeing, a gourd of 
chitin ointment, a bone widows knife +4 (no penalty for 
bone weapon applied), and a fruit of super-heroism. 

Once the Scorcher has been recovered, the heroes can 
travel to either Raam or Balic to find the other artifacts, 
or, if they're already in possession of them, travel to New 
Giustenal to confront Dregoth. If Cromlin was the heroes’ 
first stop, the next closest location is Raam. 


Star of Badna 


Following the imprisonment of Rajaat, Uyness of Waverly 
could not return to the city of her birth as it had been 
consumed by the encroaching Silt Sea. Through intrigue 
and deception, Uyness laid claim to Raam, one of the 
largest and richest city-states in the Tablelands. Once she 
asserted herself as queen of the city, the former Champion 
changed her name to Abalach-Re and proclaimed herself 
as a servant of a greater power - a supreme entity named 
Badna from which she and her templars drew their power. 
This was of course a fraud, as the being known as Badna 
has never existed. 

One of the benefits of ruling Raam was its plentiful 
mines, which for centuries produced alabaster, sapphires, 
and emeralds by the thousands before being mined out 
several King’s Ages ago. The largest gem to be taken from 
these mines, a sapphire of over 200 carats, was accredited 
to be a gift to Raam from Badna by the sorcerer-queen 
and was named the Star of Badna. This gem was often 
displayed to the general populace as a way to dupe 
Raamites into believing their destiny was controlled by 
a great celestial entity, making them more content with 
their lives. 

Nearly 100 years after taking control of Raam, Abalach- 
Re discovered the intentions of her neighbour Dregoth to 
become a 30th-level dragon. With Borys of Ebe still 
rampaging across the Tablelands, none of the other 
sorcerer-kings wanted the Ravager of Giants to attain 
such power. 


Hence, Abalach-Re planned to lead the other former 
Champions to Giustenal to kill Dregoth but, being one 
of the weakest of the remaining Champions, she needed a 
powerful weapon to give her the edge. Following weeks of 
seclusion, she empowered the near-perfect Star of Badna 
with powerful wards that not only protected the bearer 
from defiling magic, but granted other powers as well. 
With the aid of the Star of Badna, Abalach-Re and the 
other sorcerer-kings slew Dregoth with great ease. 

Following Dregoth’s death and the destruction of 
Giustenal, Abalach-Re discovered that the power imbued 
in the Star of Badna came with a horrible curse, should 
the possessor hold on to the item for an extended period 
- one the sorcerer-queen was not willing to pay. 

Unwilling to give up an artifact of such power should 
she ever need it again, Abalach-Re bequeathed the Star 
of Badna to several high templars over the next 2,000 
years (usually ones she did not like). Over a period of 
time (which was different for each templar) the bearer 
of the Star would fall victim to its curse, and another 
caretaker would have to be found. This cycle continued 
until Abalach-Re’s death at the hands of Sadira of Tyr in 
Free Year 10, after which the Star of Badna disappeared. 

The last known caretaker of the Star of Badna was a 
human by the name of Grogh-En, a senior templar who 
had become sympathetic to the Veiled Alliance and the 
plight of Nanda Shatri. The sorcerer-queen discovered the 
templar’s association with her daughter and turned control 
of the Star of Badna over to Grogh-En, knowing its curse 
would eventually kill him. In the chaos that followed 
Abalach-re’s death, other high-level templars, now without 
their beloved spells, searched for the Star of Badna in 
hopes it would grant them power. However, both Grogh- 
En and the sapphire had disappeared somewhere in the 
city and have not been seen or heard from in two years. 

The coming of Dregoth to Raam did more than fuel 
the undead dragon’s baneful spell; it stirred Grogh-En 
from his place of hiding for a short time. This was due 
to the Dread Lord’s proximity to one of the items that 
had ended his first life. The monster that Grogh-En had 
become due to the Star of Badna’s curse wandered the 
ruins of the Queen’s Hill before returning to his hiding 
place in the Consecrated Sepulchre of Badna. 


60 


Chapter Three: The Quest 


— À—À و ڪڪ ڪڪ‎ b s a ommo 


During his emergence, Grogh-En was spotted by a 
former low-level templar of Abalach-Re named Xion, who 
had been living in the ruins of the Queen's Hill for the 
past two years (one of only a handful who still did), and 
recognised the Star of Badna. After the invasion had 
ended, Xion attempted to sell the information to another 
former templar named Roal, one of the more powerful 
templars now aligned with the Merchants Circle. Xion 
related his encounter with Grogh-En but, not recognising 
the name, the heartless Roal killed Xion before he could 
mention the Star of Badna. 

To find the Star of Badna, the heroes must use their 
contacts in Raam (most recently, alliances created in 
Chapter One) to learn of Roal and the information he 
possesses regarding Xion. 

The DM should be warned that the Star of Badna 
is still considered by some to be a divine gift from the 
being their late sorcerer-queen served; if Roal learns what 
Xion knew before the heroes do, he may not tell them of 
Grogh-En’s location. 

Clues lead the heroes to believe that a man named 
Xion may know of Grogh-En’s location, but now only 
Roal knows where. The heroes must learn what Xion told 
Roal before he died to narrow their search. Otherwise, 
they’re left with searching the ruins of the entire Queen’s 


Hill. 


Return to Raam 


In their search for the Star of Badna, the heroes must 
return to Raam. How this is accomplished is up to the 
DM, but it is most likely they'll be coming either from 
Nibenay, the Valley of Trevain, or far-off Balic. Depending 
on how the party gets to Raam, the DM is encouraged 
to insert random encounters based on the various terrain 
types the heroes traverse. 

Regardless of when they visit Raam, Dregoth’s army is 
safely back in New Giustenal and many refugees have 
returned to the city. Life in Raam is far from normal, as 
many of the alliances and repairs presented at the end of 
Chapter One have only just begun to take shape. If the 
Star of Badna is the last artifact the heroes have to recover 
or at least a week has passed since they departed, a more 
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predominant sense of order can been seen in the city due 
to the influence of Leviath the Calm. Additionally, the 
Merchant Circle is completely formed and barricaded in 
the Noble Quarter, and the Night Runners have a firm 
grip on the Coins Quarter. 

Much of what the heroes know about Raam and the 
condition of the city-state depends on exact actions 
from Chapter One. In this case, it may be easier for 
the DM to take comprehensive notes regarding events 
early in the adventure, so that when the heroes return to 
Raam, circumstance and alliances that occurred early on 
concur with previous happenings. The logical path the 
heroes must take to locate Grogh-En is outlined below, 
though factors from Chapter One may change how the 
information is presented. The DM should be prepared for 
all contingencies here. 

Following clues presented by the Oba of Gulg, the 
heroes come into Raam looking for a former templar of 
Abalach-Re named Grogh-En. Using the various contacts 
they ve made, the heroes are eventually lead to Roal, who 
may or may not have his own sinister agenda regarding. 
Grogh-En and the Star of Badna. When the heroes 
arrive in Raam, they'll likely begin by looking to all their 
allies in an effort to locate Grogh-En. Below is a list of 
alliances presented to the heroes in this adventure. If the 
characters have relationships with other NPCs based on 
a ОМ individual campaign, either substitute one of the 
possibilities below or create your own. In any event, no 


clues gathered by the heroes lead them immediately to 
Roal. 


Leviath the Calm: The gentle half-giant who is being 
praised as the saviour of Raam is of little help to the 
heroes. He has never heard of a templar named Grogh-En, 
nor has he ever seen the Star of Badna - though he has 
heard of the giant sapphire. Leviath does suggest to the 
heroes to inquire with the Night Runner elf tribe. He has 
recently formed a steady alliance with the elves, and their 
espionage could be extremely useful in discovering hard- 
to-find information. Regardless of when the heroes come 
to Raam following the invasion, Leviath and many of his 
followers can be found repairing the southern Mastyrial 
Gate and adjoining walls. 
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Veiled Alliance: Following the invasion and the 
revelation that Dregoth is another sorcerer-king of 
tremendous power, Nanda Shatri has emerged from her 
moody stupor to become the great leader she once was. In 
fact, with the help of Leviath, she has openly proclaimed 
Raam’s crematory to be the headquarters of the Veiled 
Alliance of Raam. This bold move was primarily done 
to bring surviving preservers out of hiding in an effort to 
rebuild the Alliance in the torn city. 

Being the daughter of Abalach-Re, Nanda knows about 
the Star of Badna and the templar Grogh-En. If the 
heroes’ plans for the artifact are revealed to the preserver, 
she recalls the following: 


“In the year before her death,” relates Nanda, “my 
mother, gave possession of the Star of Badna to Grogh- 
En. Many in the palace thought this a great honour, but 
there are those of us who know otherwise. Though it is an 
item of great power, a terrible curse befalls its possessor, 
the nature of which only my mother knew for certain. 

“Т came to know Grogh-En through dealings regarding 
the crematory,” she continues, “and somehow, I was never 
certain how, he learned it was the headquarters of the 
Veiled Alliance. Perhaps it was because of this knowledge 
or because of his friendship with me that he was given 
custody of the Star of Badna three months before my 
mothers death. As Raam raged in chaos following my 
mothers death, I searched for Grogh-En, but never found 
him. On the threat of death, a lowly templar said he saw 
Grogh-En amidst the ruins of the palace.. but I never 
found him. Perhaps you can begin your search there, 
though his trail is over two years old. 

"About the Star of Badna," warns Nanda in a worried 
voice, "the item is cursed to be sure. Were I you I would 
use it then discard it as quickly as possible - lest you all 
become its latest victims." 


Night Runners: If the heroes are on good or neutral 
terms with the Night Runners (or have never dealt with 
them), and have the support of Leviath the Calm, the 
elves can use their espionage skills to locate information 
on Grogh-En (they find nothing out regarding the Star of 
Badna other than Grogh-En may have it). 


If the heroes are not on good terms with the Night 
Runners, any information they gather comes at a price. 
Hukaa New Moon is a good assessor of what the heroes 
may or may not be worth and easily deduces that Grogh- 
En is important to them. Consequently, the price for 
such information is extremely high - up to 3,000 ceramic 
pieces, depending on the partys wealth (but the DM 
should not put the information out of their price range). 

After one day of investigation, the Night Runners 
discover that a former templar named Xion had been 
speaking to people in the Noble and Coins Quarters 
about Grogh-En soon after the invasion ended. He also 
inquired about where to find another ex-templar of the of 
newly formed Merchant Circle, though they do not have 
a name. Xion is not affiliated with any faction - new or 
old - of Raam, and was said to have lived in the ruins of 
the Queen’s Hill with an unknown young lady. 

Additionally, if the heroes wait another two days (which 
is unlikely), Xion’s body turns up at the crematorium. If 
the heroes have passed on a general description of Xion 
to Nanda, she discovers the body of the ex-templar and 
alerts the heroes. This is one of the few ways to locate 
Grogh-En without speaking directly to with Roal. 


Merchant Circle: Regardless of any previous contact 
the heroes may have had with the nobles, House Ме, ог 
the high-level templars of the Merchant Circle, they're able 
to glean no useful information regarding either Grogh-En 
or the Star of Badna; the heroes do not know the templar 
Roal (as he is a new NPC to this adventure). Nearly 
everyone the heroes speak with has heard of the Star of 
Badna, and ex-templars may (50% chance) recall Grogh- 
En, but none know where either is presently located. 

Much like the Night Runners, the nobles and traders 
of House M’ke can investigate the location of a man 
named Grogh-En - for a price of course. Since members 
of the Merchant Circle turn to the Night Runners for 
their counterintelligence and espionage, they'll be paying 
the price listed above for the elfs services. As a result, 
the heroes would pay an additional 20% (profit markup) 
of the price listed for the Night Runners. In this case, 
the price for said information may be outside the range 


of the party's wealth. 
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Queen's Hill: If the heroes decide to search the ruins 
of the Queen's Hill, they cannot happen upon the 
hidden location of the Consecrated Sepulchre of Badna 
amidst the rubble without the information provided by 
Roal. The ruins are simply too chaotic and convoluted. 
However, there are others living among the ruins - other 
ex-templars afraid to associate with other Raamites for fear 
of retaliation for past deeds. 

One of these templars, a woman named Dara-sin, was 
friends with Xion and knew of his intentions to visit a 
former high templar named Roal who is now a member of 
the Merchant Circle. She doesn’t know exactly why Xion 
went to see him, just that it was something about a man 
named Grogh-En (whom she does not know) and getting 
enough money for his information to leave Raam forever. 
Other NPCs the heroes may encounter in the Queen’s 
Hill send them to a general area in the northern section 
of the district and tell them to look for a young woman 
with black hair. 

Dara-sin is a scared young woman (19 years old) who 
was only beginning her indoctrination (LN human female 
O-level) when Abalach-Re was slain. After the riots that 
destroyed the city, she became friends with Xion and the 
two have a home amidst the ruins, gathering what spoils 
they can find in an effort to raise money and move to 
either Draj or Tyr. 

Dara-sin is an innocent bystander who truly regrets her 
past notion of ever becoming a templar. All she wants is 
to have Xion returned to her so they can start their life 
over again, which is going to be impossible unless the 
heroes locate and restore Xion to life. In this case, the 
heroes can possibly obtain Xion’s body from Roal (at an 
inflated cost), or from Nanda days later. 


Other Contacts: Should the heroes use other contacts 
formed outside of this adventure, make sure the information 
does not come cheap. Following the invasion, the price for 
everything - from food to advice - is extremely inflated. 
Information gathered here points either to the Night 
Runners as a way of obtaining further facts, or directly 
to the Queen’s Hill, depending on the quality of details 
gathered. 


DM Note: Many people know that the Star of Badna 
was an item of great power. If during the heroes’ search for 
the artifact they spread the word that theyre looking for 
it, factions in the city (namely the templars) may attempt 
to attack the heroes in an effort to learn what they know. 
A contract with the Night Runners for information or 
speaking with Leviath or Nanda is safe, but other groups 
won't be as agreeable when dealing with the party. If the 
heroes open their mouths too much to the wrong people, 
Roal finds out what's happening and makes the party's 
job even more difficult because of his greed and malice. 


Roal 


This ex-templar is the epitome of immorality, corruption, 
and vice that made servants of Abalach-Re hated beyond 
belief. In the case of Roal, he commanded the sorcerer- 
queen’s enforcers called the mansabdars, a corrupt group of 
soldiers and templars that used to profit from confiscating 
the goods and property of innocent (as well as guilty) 
citizens who didn’t have the coin to pay them off. 

When Abalach-Re perished, Roal seized control of the 
majority of the mansabdars, turning them into thugs and 
mercenaries who carried on their rule of terror. Being 
without spells bothered him, so he turned to the study 
of psionics as a way to supplement his power. With the 
forming of the Merchant Circle, the nobles and House 
M'ke have turned to Roal's force to supplement the loss 
of their own troops following the invasion. 

Once the heroes have Roal's name as a starting point for 
locating Xion, they can find him in the Noble Quarter, 
however, getting there may not be easy. Tensions are still 
tight following the invasion, and guards may not allow the 
heroes to visit with Roal. Much like Xion had to, soldiers 
in the Noble Quarter must be bribed in order to be 
taken to Roal's location for an amount no less than IO 
ceramic pieces. Once the party is escorted to Roal (they 
wont find him any other way short of powerful magic), 
read or paraphrase the following: 


Roal is a thin, wiry man of undetermined age dressed in 
regal attire. Though he has yet to speak, the mans smug 
C and vile sneer gives you a revolting feeling 


and instant dislike for him. "I am a busy man," says Roal 
in a voice that makes you detest him further, "and there 
is a city to rebuild. What do you want?" 


Roal's responses from here on in depend greatly on 
what either he knows or what the heroes tell him. Based 
on that information, dealings with the ex-templar can 
either be difficult or extremely simple. True to his word, 
he is very busy and wants to get rid of the heroes as soon 
as he can, provided he does not think he can profit from 
the encounter. 

It is extremely important for the players to watch their 
words around Roal, as he hears everything they say, using 
it to his advantage. 

If the heroes mention (as a first question) Roal’s recent 
encounter with Xion and that they are searching for him, 


read or paraphrase the following: 


“A worthless lad I was forced to tutor in the name 
of our late queen, | spits the man, “one I had hoped to 
never see again. Three days after the attack he came 
to see me, babbling something about another worthless 
templar named Grogh-En and that he had seen him 
near the Consecrated Sepulchre, demanding money for 
the information. When I told him I cared not for his 
ramblings he attacked me, and one of my guards killed 
him. His body is downstairs waiting to be sent to the 
crematorium. One less useless person in the city for me 
to worry about if you ask me.” 


If the heroes ask (as a first question) what Roal knows 
of a former templar named Grogh-En, he replies: 


Scratching his head Roal sneers. “Oh yes, I remember 
Grogh-En. It’s quite a funny story actually. I discovered 
that this bumbling dolt was working with the Veiled 
Alliance. Fearing the wrath of my queen I told her at 
once... and I never saw Grogh-En again. I thought him 
dead until a worthless lad named Xion babbled something 
about seeing Grogh-En near the ruins of the Consecrated 
Sepulchre, demanding money for the information. 

“When I told him I cared not for his ramblings he 
attacked me, and one of my guards killed him. His body 
is downstairs waiting to be sent to the crematorium. One 
less useless person in the city for me to worry about if 
you ask me.” 


Either of these replies get the heroes the information they 
need (the mention of the Consecrated Sepulchre), and 
it would be best for the heroes to take what information 
they've learned and depart. If even one more question 
is asked of Roal, he becomes curious as to the heroes’ 
motives. From here on in, the ex-templar tries to get 
whatever he can from the heroes regarding the nature of 
their questions, and even has them followed when they 
travel to the Queen's Hill (see below). Further questions 
of Roal at the very least cost ceramic, maybe even gold. 

If the heroes are not cautious in what they say, it is 
likely theyll end up paying for it as a result of Roal's 
greed. Though they may not prove to be too much of a 
challenge for high-level characters, remember that Roal 
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does have guards close by he can call upon if he's attacked 
(such action makes the heroes enemies of the Merchant 
Circle). Use the following instances as a basis for what 
Roal does should the heroes' tongues wag too much. 


Asking too many questions: Roal instantly becomes 
curious as to their intentions and, at the very least, has 
them followed for the remainder of the adventure - which 
likely results in an ambush after they've found the Star 
of Badna. In turn, Roal also asks a few questions of his 
own regarding why the heroes want to know about either 
Grogh-En or Xion. If he is met with resistance or visible 
lies at this point, Roal uses his psionic powers to attempt 
to extract the information from the mind of any character 
that does not appear to be a priest, wizard, or psionicist 
(warriors being the obvious choice). Further information 
on Roal’s part would additionally cost money (see below). 


Blowing the whistle too soon: If the heroes blurt out 
their intentions in a way that leaves Roal with an obvious 
open door for profit (but not giving away the secret 
regarding the Star of Badna), the party can expect to pay 
no less than 200 ceramic pieces for the information. 

Should they request the body of Xion, that costs them 
another 100 coins. If it becomes transparent that the 
heroes have ample coin to spend (in whatever form), the 
price can go up to as much as I,000 ceramic pieces 
in a heartbeat. Should the heroes shell out more than 
100 ceramic for anything he has to say, Roal has them 
followed to the Queen's Hill and may also try to use 
psionics on the party. 


Revealing the Star of Badna: This is by far the worst 
thing the heroes could divulge to a crooked ex-templar. 
Short of trying to kill the party for their information, 
Roal tells them what they want to know (the Consecrated 


Sepulchre) and prepares a deadly reception for them after 


they've recovered the Star of Badna (see Ambush below) 
from Grogh-En. With the resources of the Merchant 
Circle behind him, such a rendezvous is likely to be fatal. 

As for other repercussions for foolish actions by the 
heroes in their dealings with Roal, the DM is encouraged 
to be creative and make them “pay through the nose” for 
their carefree attitude. 
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Roal 


Human Male Psionicist (7th-level psionicist): AC 18 
(erdlu leather, ring, Dex); MV 12; hp 42; Attack +5; 
#AT I; Dmg Id6+2 (bone short sword +2); SA Psionics, 
poison use; SZ M; ML Steady (12); AL LE; XP 3,000 

S 13, D IZ, C 12, I 16, W 18, Ch II 


Personality: Corrupt, self-serving, immoral 

Special Equipment: Bone short sword +2 w/black 
lotus contact poison (coats the blade from hilt); Type N, 
save versus poison or die in one round, taking 25 points 
if the save is successful. Roal also possesses a jade ring 
that is actually a ring of protection +2. 


Psionics Summary 
PSPs: 56; Power Check: +9 
MAC: 17 


Powers 

Ist level—conceal thoughts, ego whip, empathy, false 
sensory input, sense link, 2nd level—control light, deflect, 
ESP, levitation, telempathic projection, thought shield, 
3rd level— dimensional door, mind thrust, tower of iron 


will 4th level—inflict pain, mind blank 


The Consecrated Sepulchre oj Badna 


Once one of the most magnificent structures in Raam, the 
Consecrated Sepulchre isa huge mausoleum that, among 
other things, contains the last 30 generations of Abalach- 
Re's favourite husbands and other devoted followers. 
During the riots that ravaged most of the Queen's Hill, 
its main support pillars were damaged, and the building's 
weight brought it crumbling down in a shower of stone. 
Some sections were still intact, though all entrances were 
completely blocked. Because of rumours (spread by the 
sorcerer-queen herself) regarding undead dwelling in 
the building, looters purposely avoided all attempts at 
breaching the rubble. Had they known the Star of Badna 
was inside, they may have thought differently. 

Grogh-En was in possession of the Star of Badna for 
only a few months when Abalach-Re was killed, not 
enough time for the artifact’s curse to take its complete 


hold on him. As riots raged through the streets of Raam, 


65 


a I A NS A аа aE 


Grogh-En took shelter in the Consecrated Sepulchre in 
an effort to protect the Star of Badna - and as a result 
was entombed when the building collapsed. Soon after, 
the Star of Badna’s curse took hold of the ex-templar 
and he has remained in the ruins ever since. When 


Dregoth attacked Raam, the Star of Badna’s influence 
drew Grogh-En from the ruins but, once the Dread Lord 
disappeared, Grogh-En returned to his ruined home. 

Unless the heroes were in Raam prior to the death of 
the sorcerer-queen, they may not know the location of the 
Consecrated Sepulchre. Even if they’re given the general 
location of the structure, the crumbling ruins make 
it nearly impossible to find. To find the Consecrated 
Sepulchre, the heroes must be guided there by either 
a member of the Night Runners, a former templar, or 
Dara-sin. In all cases, the guides look for some type of 
compensation for their information. The Night Runners 
and any former templars desire coin, a sum of at least 
100 ceramic to venture near a structure rumoured to 
contain undead (templars contact Roal if they learn of 
the Star of Badna). In the case of Dara-sin, she wants the 
heroes to find Xion and bring him back to life before she 
shows them the Sepulchre’s location. 

If the heroes make a deal with Dara-sin she is able to 
show them how to get into the ruined mausoleum, while 
the Night Runners and templars cannot. 

Regardless of who guides the heroes there, once they 
enter the mausoleum, theyll come into contact with 
Grogh-En and the Star of Badna. Over the past two 
years, the artifact’s curse has transformed Grogh-En into 
a Badna zombie (see the Monstrous Compendium sheet 
on page 137), and has become an undead guardian 
of the powerful sapphire. Grogh-En is only the second 
Badna zombie in existence, as Abalach-Re destroyed 
most previous caretakers of the Star of Badna before they 
became possessed by the relic. 

Once the heroes discover Consecrated Sepulchre, read 
or paraphrase the following: 


The Queen's Hill, once one of the most beautiful 
places on Athas, has been reduced to broken mortar and 
crumbling buildings with the death of Abalach-Re - most 
of the damage being caused by rioting Raamites struggling 


to gain either power or booty. As you move through 
the district, one broken structure looks the same as the 
next and, were it not for the nearby spires of the Noble 
Quarter, it would be an easy matter to become lost. After 
some time, the ruins of ће Consecrated Sepulchre of 
Badna come into view. The front portion of the structure 
has completely collapsed, its fallen pillars blocking the 
buildings only apparent entrance. 


If the heroes have been guided here by anyone other 
than Darasin, the guide asks the party for whatever 
payment they may owe and departs. If Dara-sin (or Xion, 
if raised from the dead) has agreed to help the heroes, 
she can show them a secret tunnel that bypasses the 
blocked entrance. This tunnel starts in an outbuilding 
(Chamber #2) and leads underground directly into 
the main mausoleum If theyre on their own, there is a 
cumulative 2% chance per turn of finding the tunnel 
without the aid of Dara-sin. Should the heroes attempt to 
breach the blocked entrance, they're in for a grand task. 

Without the aid of magic, the heroes would have to 
spend a minimum of four days if they possess 50 points 
or more of Strength (two days = 100+ points, six days 
= 37-49 points, eight days = 25-36 points, etc.), time 
the heroes may not wish to spend. Even summoned earth 
elementals require 30 hours to clear away all the rubble. 

Magical items that would be beneficial here include a 
wand of earth & stone and a ring of elemental command 
(earth), and good spells include passwall, transmute rock 
to mud, and move earth. 

Once inside, the air inside the Consecrated Sepulchre 
is stale and foul, though not poisonous. There are no light 
Sources (except the Star of Badna) anywhere within the 
ruin, and ceilings are 20 feet high unless stated otherwise. 
Any combat in the Consecrated Sepulchre has a chance 
of disrupting the stability of the crumbling structure, 
causing a cave-in of that portion of the building, 

For each round of combat in the Sepulchre, there is 
a 5% cumulative chance for a cave-in that causes 6410 
points of damage. Anyone taking more than 30 points 
of damage is considered buried and does not have the 
leverage to free themselves regardless of their Strength. If 
more than four cave-ins occur in this manner, the whole 
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building comes down in 2d4 rounds. Anyone left inside 
at this point takes 25 points of crushing damage each 
round until dead. Should the Star of Badna still be 
inside at this point, it may take several weeks to uncover 
it without magical aid, and should be considered lost for 
this adventure. 


Consecrated Sepulchre of Badna 


Map #7 Key 


Chamber #1 – Antechamber Entrance: If the heroes 
clear the rubble from the front of the Consecrated 
Sepulchre, they end up in this chamber. Thick dust and 
dirt cover the floor here, and rubble from the collapsed 
pillars fills one corner. À skeletal hand can be seen 
protruding from beneath one of the larger boulders - a 
low-level templar who happened to be in the building 
when it collapsed. There is nothing else of value here. 


Chamber #2 - Concealed Entrance: Either through 
extensive search or with the help of Dara-sin, the heroes 
can use this entrance to enter the Consecrated Sepulchre 
and avoid the collapsed front. The tunnel itself is rather 
thin, and a half-giant can barely squeeze through as long 
has he is not greatly encumbered. This tunnel enters the 
Consecrated Sepulchre in Chamber #3 through one of 


the larger mausoleum vaults. 


Chamber #3 — Mausoleum: For the past 30 
generations, Abalach-Re has entombed her husbands, 
loyal high-level templars, and past custodians of the Star 
of Badna here. The reason for this is unclear, though it 
was often theorised the queen did it to keep them from 
rising as undead - especially former possessors of the Star 
of Badna. This chamber has a 50-foot ceiling, and the two 
walls here contain 50 tombs each; 75% are full. 

Like other chambers, the floor is covered in a thick dust 
and, as soon as the heroes step foot into the room (either 
from Chamber #1 or #2), dust begins to swirl throughout 
the room. This action effectively covers recent footprints 
made by Grogh-En which lead to his present location. 
Heroes flying into the chamber or using levitation have a 
chance to see the footprints before they're erased. 


Despite the regarding the Consecrated 
Sepulchre, there are no undead here except Grogh-En. 
There are, however, 75 bodies in the I00 tombs in this 
room. Of those 75 bodies, nearly half of them have their 
head amputated. These corpses were the guardians of the 


Star of Badna, beheaded by Abalach-Re herself, which 


is one of the few ways to slay a possessor of the artifact 


rumours 


once he or she has become a Badna zombie. This is an 
excellent clue for the heroes on how to defeat Grogh- 
En, especially if theyre in possession of the Scorcher 
(depending on the wielder’s alignment, see Appendix V). 
Should the heroes begin rummaging through the tombs, 
Grogh-En becomes aware that someone is in the ruins. 
Other than worthless jewellery, there is nothing of value 
in the tombs. 


Chamber #4 — Shrine of Badna: In addition to being 
a tomb, the Consecrated Sepulchre of Badna was a place 
for Raamites to come to view the Star of Badna. This was 
Abalach-Re’s way of keeping the populace believing in 
the divine being Badna, as those who continually viewed 
the artifact became less likely to rebel against her. When 
Abalach-Re was killed and rioters destroyed much of the 
Queen’s Hill, Grogh-En was in this chamber; the curse 
transformed him into a Badna zombie. 

If the heroes somehow followed the footprints from 
Chamber #3, they lead to the forefront of this room 
- then disappear. If the party has been excessively loud 
in approaching this area, Grogh-En is ready for them, 
attacking suddenly with surprise from a niche in the 
ceiling above the entrance. 

If the heroes have been mute in their approach, Grogh- 
En lies prone on an altar-like shrine at the far end of 
the chamber, resting in a dreamless slumber, his undead 
body suffused by the energies of the Star of Badna. 
Although he appears asleep, he is actually quite aware of 
his surroundings. 

Unless the heroes are utterly silent, Grogh-En becomes 
aware of them moments after entering the room. Regardless 
of any conversation the DM wishes to permit here, Grogh- 
En does not wish to be separated from the Star of Badna, 
and fights until he is destroyed or reduced so far in hit 
points that he cannot immediately pursue the party. 
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Grogh-En/Badna Zombie: AC 18 (ring of protection 
+4); MV 18; HD 14; hp 98; Attack +14; #AT 2; 
Dmg 3dIO (claws); SA Disease, Star of Badna; SD 
Regeneration, +2 weapon to hit; MR 100% (40%); SZ 
М (6 tall); ML Fearless (20); Int Very; AL Neutral Evil; 
XP 10,000 

MAC: 20 


Notes: Victims of the Badna zombie's claw attacks 
must save vs. death magic or contract a disease which 
takes effect immediately. For every round afterwards, the 
victim loses one point from a random ability score until 
one ability reaches zero, at which point they perish. This 
ability is cumulative with subsequent attacks. 

Grogh-En regenerates 3 hit points per round, even if 
he is taken below -IO hit points. As a Badna zombie, 
he can only be damaged by weapons of +2 or greater 
enchantment and possesses 100% magic resistance to 
defiler magic and 40% to other magical effects when 
in possession of the Star of Badna. If the sapphire is 
removed from his possession, the immunity is lost. 

Special Equipment: Ring of protection +4 


If the heroes do not sever Grogh-En’s head, he regenerates 
all damage and pursues the heroes as they leave Raam. 
Since the zombie has a movement rate of I8, he may 
eventually catch up to the party and attempt to retrieve 
the Star of Badna. When and where Grogh-En makes his 
next appearance is left to the DM, but it should be at 
the most inopportune moment possible. 


Ambush 


If the heroes are not careful in dealing with Roal (or other 
factions introduced by the DM), an ambush is awaiting 
them after they emerge from the Consecrated Sepulchre 
of Badna with the Star of Badna. If Roal has discovered 
the heroes are attempting to locate the Star of Badna, the 
number of men in the ambush is increased. If he knows 
the artifact is on the line, Roal calls in every favour he 
has in an attempt to capture the item - this includes 
leading the attack himself. Like most Raamites, Roal is 
afraid of rumours regarding the Consecrated Sepulchre, 
and waits for the heroes to emerge before attacking. 
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Attackers 


Half-giant Male Fighters (8): AC 14 (mekillot hide, 
Dex); MV 15; HD 7th-level fighters; hp 92 each; Attack 
+11; #AT 3/2; Dmg 1410+10 (lotulis); SA weapon 
spec/lotulis SZ L (II+ feet tal; ML Steady (II; AL 
СО); XP 975 each 

S 22, D 14, С I7, 114, W 14, Ch IO (average scores) 

MAC: II 


Notes: Weapon specialisation in lotulis (HI to hit/+2 
damage) 

Personality: Rough, rugged, combative 

Special Equipment: Lotulis, mekillot hide, 2d6 ceramic 
pieces 


1 Number increases to 14 if Roal is present. 


Mul Male Gladiators (4); AC I5 (studded carru 
leather, Dex); MV 12; HD 8th-level gladiators; hp 65 
each; Attack +10; #AT 3/2; Dmg Id8+6 (bone impaler); 
SA weapon spec/impaler; SZ M; ML Steady (12); AL 
Chaotic Neutral; XP 1,400 each 

S 20, D I7, С 16, I 14, W 14, Ch I5 (average scores) 

MAC: II 


Notes: Weapon specialisation in impaler (+I to hit/+2 
damage) 

Personality: Corrupt, defiant, greedy 

Special Equipment: Bone impaler, studded carru 
leather armour, IdIO silver pieces. 


1 Number increases to 7 if Roal is present. 


Human Male Fighters/Archers (2): AC I6 (carru 
leather, Dex); MV I2; HD 7th-level fighters; hp 38 each; 
Attack +10; #AT 2/1; Dmg Id8+5 (long bow +I, sheaf 
arrows); SA weapon spec/long bow; SZ M; ML Steady 
(ID; AL CN; XP 975 each 

S I7, D I9, C I5, I I5, W I5, Ch I4 (average scores) 

MAC: II 


Notes: Weapon specialisation long bow, +I to hit, +2 
damage. Gains an additional +3 to hit for high Dexterity. 
Personality: Loyal, corrupt, defiant 
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Special Equipment: Strength long bow +I (additional 
+2 to all damage rolls for I7 Strength), 30 sheaf arrows, 


carru leather, 2d6 silver pieces each. 


1 Number increases to 5 if Roal is present 


If half of the attacking force is killed, a morale check is 
needed every round. On a failure, Roal's forces flee into 
the surrounding ruins. If the heroes stay in Raam for more 
than one day, Roal rallies more men for another ambush 
if he is not killed in the first battle. If another ambush 
occurs, increase the number of men by 25% and add a 


IOth-level defiler to the force. 


From here, the heroes can either travel to the village of 
Cromlin, to far-away Balic, or begin their journey to New 
Giustenal. If the heroes are on good terms with Nanda 
Shatri, she offers to teleport the party to any of the three 
locations, though she can only bring them within five 
miles of Giustenal since she has never been to Dregoth’s 
city herself. 

Nanda also offers to use her magic in any way she 
can to help the heroes, including using the spell identify 
to examine unknown magical items and putting them 
in contact with elemental cleric allies of hers to heal 
any wounds suffered in battle. Lastly, Nanda renews her 
warning regarding the Star of Badna, and offers to dispose 
of the artifact following the conclusion of the adventure. 


Pearl of the Sunrise Sea 


During a time when oceans covered the face of Athas 
and the Blue Age was ruled by halflings, the nature- 
masters of the land created many items of great power. 
Many of these items were life-shaped creations, the art of 
which has slowly disappeared over the aeons. Few of these 
items survived the coming of the Brown Tide and The 
Rebirth; one of these items was the Pearl of the Sunrise 
Sea. Taken from the depths of the ocean now called the 
Silt Sea, this item was the possession of one of the nature- 
masters who helped create the Pristine Tower and destroy 
the encroaching Brown Tide. 


Afterwards, the Pearl was left in the Pristine Tower 
by the unknown halfling and was discovered there six 
millennia later by Rajaat, the First Sorcerer, when he 
took possession of that ancient place. Over the aeons, the 
Pearl had developed certain powers due to its proximity 
to the Pristine Tower, powers the evil pyreen quickly 
learned and utilised to his benefit. 

During the height of the Cleansing Wars, Rajaat, 
displeased with Albeorn, Slayer of Elves, gave the 
Champion the Pearl of the Sunrise Sea to protect him 
from the substantial psionic powers of the elven kings. 
Soon after, the Champions turned on their master and 
Albeorn, later known as Andropinis, took control of the 
city-state of Balic. 

A century later, with the Pearl on his person, Andropinis 
participated in the assassination of Dregoth along with 
his fellow sorcerer-kings. When Dregoth’s superior psionic 
powers had no effect on him, the Slayer of Elves swore he 
would study the Pearl in greater depth to learn the extent 
of its capabilities. 

In the 2,000 years that followed, Andropinis discovered 
many of the Pearl’s other powers, and the limitation it 
imposes for such abilities. In the end, he decided that 
the ancient rhulisti artifacts limitations outweighed its 
potent abilities for a being of his power and he hid the 
Pearl deep within the bowels of his city, telling no one 
of its location - even his most trusted templars. During 
the sorcerer-king’s confrontation with Rajaat during the 
Year of Friend’s Agitation, the First Sorcerer imprisoned 
Andropinis in the Black for 1,000 years. All knowledge 
of the Pearl of the Sunrise Sea passed from the world 
entirely. 

For the heroes to find the Pearl of the Sunrise Sea, 
they must somehow contact Andropinis in his prison 
within the Black. To do this, they'll have to contact the 
sorcererkings hidden templars who have discovered a 
way to speak with their master for a limited amount of 
time. Depending on the heroes’ resources, they have to 
contact this hidden faction of templars and strike a deal 
with them to contact Andropinis on their behalf. This 
is a deal the heroes must make, as they'll never find the 
location of the Pearl on their own. 
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Merchant-State of Balic 


Balic is far from the city-state it was under the rule of 
Andropinis, falling under the control of various merchant 
houses following his disappearance. Like many city-states, 
Balic was home to representatives from several merchant 
houses and, after some deemed the city too unstable a 
market for their business, only three of them were left - 
House Wavir, House Tomblador, and House Rees. 

House Wavir was the first to make its move following 
Andropinis’ imprisonment, seizing the White Palace, the 
Silt Harbour, and all territory in between. Since the seized 
area was a major portion of the city, Lord Tabaros Wavir, 
declared himself a Trade Lord of Balic. At this point, 
House Shom and House Amketch, sold their resources 
in Balic to the lesser houses of Rees and Tomblador 
respectively and left the city. These two remaining houses 
each grabbed what territory was left, dividing Balic into 
three distinct sections. Of the three, House Wavir is the 
most civil, while Rees and Tomblador are militant in 
nature. Other than a triune council that comes together 
to discuss the mutual defence of the city, the three houses 
share few courtly relations. 

On the surface, Balic does not appear to be a city 
divided. No walls separate one House’s region from 
another, and no guards patrol the borders collecting tolls 
from travellers. However, anyone living in the city for even 
a short while knows of the divisions between the trade 
lords’ domains. House Wavir's district is the most clean 
and free of coercion, House Tomblador’s is dark and 
oppressive, and House Rees’ is a tyrannical work camp 
where everyone from patricians (nobles) to ex-slaves toil 
day and night for the profit of Master Trader Lady Essen. 

Within each merchant houses can be found deceptions 
and dilemmas - especially in Houses Rees and Tomblador, 
which are constant battlegrounds for power. In House 
Wavir, the Trade Lord Tabaros is more than 100 years old, 
and has recently taken ill. His granddaughter, Tarinne, is 
the next in line for leadership of the house, but has yet to 
measure up to her grandfather 5 expectations. Meanwhile, 
beneath the other two Trade Lords lurk subordinates with 
notions of assassination and foul play that would allow 
them to take control of the house. 


Once the heroes arrive outside Balic, entering the city 
is a simple task. Should the party arrive via the Silt Sea, 
they instantly enter territory controlled by House Wavir. 
The main entrance to Balic is the Great Gate at the 
western end of the city, considered neutral ground by all 
three merchant houses, as is the Road of Legions that 
leads into the heart of the city. However, once the heroes 
leave the road for the city interior, they instantly enter 


one of the three areas managed by the merchant houses. 


Leads & Contacts 


Like their search for the other two relics, the heroes must 
use their influence to contact the hidden templars and 
obtain the Pearl of the Sunrise Sea. If the heroes have 
no prior experiences in the city of Dalic (such as from 


the adventure Merchant House of Amketch), then they 


must start from scratch and make alliances where they 


can. This affects where they enter the city and what 
House they come into contact with first. 


== 


Each merchant house has agents combing the streets of 
their district 24 hours a day. Should the heroes become 
disruptive or ask too many questions, they are likely 
to attract attention from such patrols. Such attention, 
depending on the district, results in anything from a 
meeting with the Trade Lord to a combative free-for-all. 
Though difficult, its not impossible to find the location 
of the hidden templars without the aid of one of the 
merchant houses. 

Below is a list of possible contact situations for the 
heroes to engage in upon their arrival in Balic. This list 
can be altered to work with any contacts the heroes may 
already have at the discretion of the DM, but should 
never lead the party directly to the hidden templars 
without some sort of challenge - be it role-playing or 
combat. Regardless, there are only two ways to learn of 
the templars’, or more specifically First Templar Asthira’s, 
location. 

The first is by coming to terms with a former templar 
in the service of House Rees named Toraus, who has 
contact with the hidden faction. The second way of 
finding the templars is to find the trail leading to a half- 
giant named Mox - a supposed dull-witted brute often 
hired by Asthira for menial tasks of strength. Mox can be 
found in a section of town controlled by House Wavir at 
an inn called the Lazy Mekillot, which is also a refuge for 
ex-templars. In each case, the heroes must use detective 
work to find these two contacts. 

No matter who they speak with, the heroes should be 
careful what they divulge regarding why they're in Balic 
and what they're searching for. Like the ex-templar Roal in 
Raam, divulging too much information to the wrong people 
usually leads to violence of some sort. Although members 
of House Wavir or even ex-templars of Andropinis would 
not kill to obtain the Pearl, members of House Rees and 
House Tomblador assuredly would. Unless a person was 
a trusted high templar of Andropinis, they would have 
never heard of the artifact, let alone know what a “pearl” 
is (remember that pearls are indigenous to oceans which 
have not existed for over I5 millennia). On the other 
hand, mention of a powerful artifact of the sorcerer-king 
would open more than a few eyes to what the heroes are 


doing. 
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The following is a list of factions, locations, and other 
ways for the heroes to begin their search for the Pearl of 
the Sunrise Sea along with a short description of each. 
Its the job of the DM to link these clues together as the 
heroes follow these leads or dead ends, or pursue their 
own trail of clues to locate the hidden templars. 


House Wavir: With the disappearance of Andropinis 
two years ago, House Wavir undertook its most bold 
action to date and seized a major portion of Balic before 
more corrupt factions of the city could do the same. 
Shortly afterwards, the self-proclaimed Trade Lord Tabaros 
pulled all of House Wavir's resources from Draj, Gulg, 
and Urik, bringing them to Balic to solidify his authority. 

This was also done because of open warfare that had 
broken out between House Wavir and the templars of 
Gulg and Urik, and old rivalries with House Tsalaxa. 
This consolidation of forces brought the number of House 
Wavir employees in Balic to over 2,000, more than that 
of House Rees and Tomblador combined. Of the three, 
House Wavir is the most pleasant to deal with in Balic. 

If the heroes have come into Balic blind, there are 
several ways to procure the help of this powerful house. 
One is to inquire about information at the White Palace, 
the Silt Harbour, or anywhere else in the Wavir District. 
Should the heroes ask too many questions, or if they're 
detained by Wavir guards, they're presented to the leader 
of House Wavir's security, the half-elf Falmon Durow. 

If an encounter with Falmon is agreeable, he allows 
them an audience with Lord Tabaros. If not, they are 
escorted to another district. Falmon provides the heroes 
with no information on his own without consulting his 
lord or his granddaughter first. 

Should the heroes already have contacts in House 
Wavir, it’s a simple matter for them to get an audience 
with the aged Lord Tabaros. Any meeting with the Trade 
Lord involves his granddaughter Tarinne, a comely woman 
who will someday inherit the business. 

Falmon Durow is also present, as is Tabaros’ personal 


bodyguard - a thri-kreen fighter named Nnn’tkk (N thri- 
kreen male F15). Of the Pearl of the Sunrise Sea Tabaros 
knows nothing. After introducing everyone, Tabaros has 
the following to say regarding the templars of Andropinis: 
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Pulling a woven shawl tightly around him to ward off a 
draught you do not feel, Lord Tabaros Says, “With their 
master gone, the templars of Andropinis are nothing more 
than bureaucrats with more ambition than sense. Any 
templars known to be excessively cruel were either killed 
by ex-slaves or banished to the wastes two years ago. Those 
with some measure of administrative skill were retained by 
myself and my rivals in Balic, but thats all. No one fully 
trusts the templars and any move they would make to 
gain power in the city would be put down by one of the 
three houses - this much we've agreed upon. Е 

Coughing to clear his throat, the aged trader continues, 
“As for a hidden sect of those treacherous sons-of-kanks 
in my city, I too have heard of it. They say his former high 
templar... what's her пате... Asthira leads them. My best 
spies have found little evidence of such a cult, and even if 
they did, what of it? Theyre nothing without their master, 
and Sadira of Tyr herself has told me he’s imprisoned in 
something called the Black for the next thousand years. A 
long time for someone like me to worry about it.” 

If the heroes have been extremely respectful of Lord 
Tabaros, he offers them the hospitality of House Wavir 
for the evening. Any basic supplies they may have are 
replenished, and all leave the next morning with full 
bellies, having slept in a real bed. Should they have any 
mounts, Tabaros sees to their care as well. 

No matter what the outcome of the meeting with the 
Trade Lord, the heroes are confronted by Falmon Durow 
and Lady Tarinne following the meeting. 


Aware that you ve hit an apparent dead end after 
speaking with Lord Tabaros, you are calculating your 
next move when both Falmon and Tarinne ask you for a 
moment, “No disrespect intended towards my grandfather,” 
Says the young trader, looking over her shoulder, “but 
we have kept information regarding the templars from 
him. His age sometimes hampers his decisions, and he 
has always hated dealing with anything having to do 
with Andropinis. Falmon and I know how to contact the 
First Templar Asthira but, before we give such treasured 
information, we need to know why you wish to contact 
them. Be warned: such information does not come without 
a price.” 
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The best thing here is for the heroes to tell the truth. 
Falmon is prepared for whatever answer the heroes give, 
having the psionic power truthear ready to tell if they're 
lying or not. If the heroes lie to Tarinne, Falmon sends 
her a psionic message, after which she confronts them 
with it. Tarinne is forgiving in this instance, but only 
once. If the heroes still refuse to tell Tarinne the truth, 
Falmon summons a group of half-giant guards to escort 
them from House Wavir territory - regardless of any 
invitation by Lord Tabaros. If the heroes tell Tarinne the 
truth of the matter, she doesn’t believe them until Falmon 
acknowledges their statement, then replies: 

“Indeed!” responds the young trader, “Т would not have 
believed it if Falmon had not said you've spoken the 
truth. You see, Гуе been dealing with Asthira since my 
grandfather took over most of Balic. The ex-templar knows 
many secrets about the city and, with her connections, 
weve been able to gain knowledge of House Rees and 
Tomblador - which she doesn’t trust - that would 
otherwise be difficult at best to obtain. 

"Do not misunderstand my loyalties,” Tarinne insists. “I 
dont trust Asthira any farther than I could toss a crodlu. 
Our dealings with her have been strictly business, and 
our meetings are never face-to-face. I know not whether 
the rumours regarding the templars and their imprisoned 
master are true and, as my grandfather said, Sadira of 
Tyr assured us Andropinis has been banished for a long 
time. I trust her over the high templar. For the price of 
a favour to House Wavir I'll supply you with the name 
of our contact with Asthira - then you're on your own.” 


The favour referred to by Tarinne need not occur 
during this adventure, but may make an interesting future 
adventure for the heroes. The contact of Tarinne’s is a 
half-giant named Mox, who can be found at a tavern 
called the Lazy Mekillot. The heroes are told to present 
Mox with a pound of salt and IO silver pieces, and he 
may or may not take them to Asthira. Normally he only 
acts as a courier, and to take the heroes to Asthira may 
require permission from the ex-templar. 

If their dealings with Tarinne and Falmon have been 
sincere, the characters have successfully become allies of 
one of the most powerful trading houses in the Tablelands. 


With the health of Lord Tabaros failing (he'll survive 


another 2d6 months for campaign purposes), Tarinne is a 
excellent affiliate for the heroes to have. 


Tarinne Wavir 


Human Female Dual-Class Trader/Fighter (8th/4th): 
AC I8 (steel ring mail +3, Dex); MV I2; hp 37; Attack 
+6; AT I; Dmg 1d6+5 (wrist razor +I); SA weapon 
spec/wrist razor, SZ M (6 tall); ML Elite (13); AL NG 

S 15, D 17, C IG, I 15, W I6, Ch 18 


Notes: Tarinne’s father Targ perished in a caravan 
attack six years ago; she is the last surviving relative of 
Tabaros to take over the family. She has learned much in 
the past two years and, despite her grandfather's protests 
that she is not ready, Tarinne is sure she's up to the task. 

Personality: Responsible, dangerous, defiant 

Special Equipment: Steel ring mail +3, wrist razors +I, 
widow's knife, 55 sp, jade necklace worth 70 sp 

Thief Abilities: PP 22, OL 34, F/RT 20, MS 44, HS 
42, DN 20, CW 66, RL 45 


Psionics Summary 

PSPs: 2; Power Check: +I 
MAC: I2 

Wild Talent: detect poison 


Falmon Durow 


Half-Elf Male Thief/Psionicist (I3th/I2t): АС 14 
(Dex); MV 13; hp 46; Attack +6; #AT I; Dmg Id8 
(obsidian long sword); SA Backstab (x5), psionics; SD 
psionics; SZ M (G 4" tall); ML Elite (I4; AL LN 

S 15, D 19, C 12, I 15, W 16, Ch 9 


Notes: Falmon is fanatically loyal to House Wavir. With 
the impending death of Lord Tabaros, he has ‘thrown his 
support behind Tarinne. Falmon’s web of contacts and 
ruthless agents make him a dangerous man to cross. 


Personality: Loyal, serious, earnest 

Special Equipment: Fine robes, obsidian long sword, 
ring of jumping, widow’s knife +2, 44 ceramic pieces 

Thief Abilities: OL 61, F/RT 77, MS 65, HS 75, 
DN 55, CW 90, RL 40, EB 60 
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Psionics Summary 
PSPs: 132; Power Check: +13 
MAC: I8 


Powers 

Ist level—alter features, conceal thoughts, detect poison, 
ego whip, empathy, sense link, synesthete, 9nd level— 
body weaponry, combat mind, dimensional swap, ESP, 
invisibility, precognition, send thoughts, thought shield, 
3rd level—dimensional door, ectoplasmic form, mindlink, 
psychic messenger, 4th level—scrying, truthear, 5th level— 
probe, teleport, 6th level—summon object 


House Tomblador: Once a lesser house living off a 
small silver mine, House Tomblador used every resource 
it had to purchase the buildings, inventory, and contracts 
of House Amketch when Wavir took control of Balic. 
Though not the calibre of House Wavir, Tomblador 
rose quickly in power following Andropinis’ demise. Still 
engrossed in their new acquisitions, Tomblador could 
only obtain a small portion of the city. 

The leader of House Tomblador is Lord Kaladon 
(LE human male TrI2), a ruthless merchant who wants 
nothing more than to become dictator of Balic. Kaladon 
despises House Wavir for their actions and House Rees for 
refusing his offer of alliance to join forces against Tabaros. 
Only at the insistence of his councillors did he agree to 
the triune council that oversee the defence of the city, but 
seldom does Kaladon agree with Lord Tabaros and Lady 
Essen. Overall, Kaladon is an extremely dangerous man, 
one the heroes should be wary of dealing with. Compared 
to the other Trade Lords, it is an easy matter for the 
heroes to obtain an audience with Kaladon. He currently 
employs no ex-templars of any kind. 

Regarding the Pearl of the Sunrise Sea and the hidden 
templars of Andropinis, Kaladon knows nothing, nor does 
he believe any story they relate of Dregoth’s sinister plans 
- but he does not reveal this directly to the heroes. 
Instead, he tells them he can put them in contact with 
someone who does know - for a price of 400 silver pieces. 

If the heroes agree, Kaladon sends them into an ambush. 
Should they come away unscathed and seek out Kaladon, 
he tells them he knows nothing of the ambush and the 


party likely scared away the contact with their clumsiness. 
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Kaladon offers no other recourse and does not return 
their money. The mercenaries hired for the attack do not 
know who hired them and attack with surprise from a 
distance using poison darts supplied by their unknown 
benefactor. 


Mercenaries 


Human Male Rogues (7th-level thieves): AC I7 (inix 
leather, Dex); MV 12; hp 34 each; Attack +3 or +6; 
#AT I or 3; Dmg 148+1 (obsidian long sword) or Id3+3 
(dart); SA poison; SZ M; ML Steady (12; AL NE; XP 
1,400 each 

S I6, D 18, C I4, I I4, W I5, Ch II (average scores) 

MAC: II 


Notes: Each dart thrown contains a lethal dark spider 
venom (Type F, injected, save or die, onset immediate). 
Fach rogue has nine of these poison darts. They do not 
know who hired them for the job, as the man wore a hood 
to conceal his identity. If two or more of their number are 
slain, a morale check is needed every round or they flee. 

Personality: Treacherous, underhanded, greedy 

Special Equipment: Obsidian long sword, nine poison 


darts, I00 sp each (payment) 


Thief Abilities: PP 44, OL 32, F/RT 39, MS 55, HS 
60, DN 25, CW 80, EB 40 


House Rees: Another minor merchant house elevated by 
the disappearance of the sorcerer-king, House Rees struck 
a deal with the Balic branch of House Shom similar to 
the one between House Tomblador and House Amketch. 
House Rees is extremely pleased with the events that have 
transpired over the past two years, as they're making more 
money now than ever before but, like most traders, they 
are not content with even profitable mediocrity. 

Knowing they could never win a war with House Wavir, 
Rees has decided to concentrate their efforts on gaining 
power through alliances. Such alliances include possible 
dealings with a tribe of giants off the shores of Balic, 
and another with the remainder of the Balic army led by 
the legendary and feared General Zanthiros. His faction 
currently acts as a raiding tribe along the peninsula, 
harrying all who cross their path. 
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House Rees is controlled by Lady Essen Rees (LN 
female human TrI5/Psi4), a unyielding, charismatic 
businesswoman who wants to turn Balic into the largest 
merchant city on all of Athas - to the benefit of House 
Rees of course. Though relatively fair in her dealings, 
no one ever gets “something for nothing” when dealing 
with Lady Essen. If its apparent someone is desperate 
for something, Essen insures they pay top price for the 
goods. If someone thinks they received a “deal” from this 
canny trader, they had best examine their money pouch 
for holes. 

Gaining an audience with Lady Essen for information is 
not a difficult task, as her subordinates are rewarded for 
bringing the inquisitive to her for all dealings with House 
Rees. No matter what story the heroes spin regarding their 
reason for being in Balic, Lady Essen becomes extremely 
interested in their plight. 

If the heroes come right out and ask her if she knows 
how to contact the hidden templars, she says no. However, 
she does suspect that an ex-templar in her employment 
named Toraus knows how to reach them. Her suspicions 
are recent and she as yet to act on them. Essen desperately 
wants to make an alliance with Asthira but has yet to 
locate her. If the heroes can get the information out of 
Toraus and pass it to her, she'll lead them to his office 
on her estate. For those who know her, this is a most 
generous offer by Lady Essen. 

Should the heroes agree to Lady Essen’s arrangement, 
they're allowed to speak with Toraus in a secured portion 
of her estate. The ex-templar does not “spill his guts” 
easily to the heroes. Aside from the fact that he does 
not know the heroes, retribution from Asthira would be 
horrendous if the party wanted nothing more than to 
kill her and the rest of the hidden templars. Toraus also 
suspects that Lady Essen has put the heroes up to the 
task and he has no wish to be duped into giving up this 
secret by his employer. 

In spite of Toraus’ attitude, there are a few ways of getting 
information out of the ex-templar. He cares nothing for 
any complicated story the heroes present for why they’re 
here; in the end, they'll need to speak with Asthira. 
When dealing with the sly ex-templar, the DM should 


make sure the player characters follow their alignments. 


Like most who have been high-level templars, Toraus 
is not above bribery. His position with House Rees was 
taken out of fear of being murdered, as many were after 
Andropinis disappeared. For a price of 200 silver pieces 
and a promise from Lady Essen to be able to leave her 
service, Toraus tells the heroes about Mox the half-giant 
who can be found at the Lazy Mekillot. Toraus needs the 
silver to get out of the city and relocate somewhere else 
in the Tablelands where no one knows him. This price 
is non-negotiable. 

Use of psionics or spell to extract the information 
from Toraus is also another way to learn where Asthira 
is located. The ex-templar has no defence against such 
a psionic intrusion, though he becomes aware of the 
invasion afterwards. In this case, Toraus then pleads with 
the heroes for the coin ће] need to leave the city (see 
above), explaining that Asthira will want him dead when 
see learns of his disloyalty. This is what he believes to be 
true, though in truth that is not the case. 

Threats and intimidation do not work against Toraus. 
He has been prepared to die since many of his brethren 
were killed two years ago, and there is little the heroes 
can do to make his life worse (life in the service of House 
Rees is, apparently, no picnic in itself). 

Where the heroes may feel they ve come away with 
an excellent deal with Lady Essen, Toraus more than 
makes up for this with outrageous demands. If the heroes 
have an excess of currency theyve been tossing around 
for much of the adventure, the above price of 200 silver 
should double or even triple, should the heroes harass or 
threaten Toraus during the encounter. He holds all the 
cards and knows it - or so he thinks. 


Toraus 


Human Male Templar (8th-level templar): AC II; 
MV I2; hp 37; Attack +4; #AT I; Dmg Id4 (bone 
widow's knife); SZ M; ML Steady (12); AL LE 

S I3, D 15, Ста IE Сато 

MAC: I2 


Personality: Treasonable, corrupt, avaricious 
Special Equipment: Bone widows knife, 24 ceramic 
pieces 
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Great Gate, Silt Harbour (General Population): 
Inquiries at these two entrances to the city for general 
information, especially if the heroes have never been 
to Balic, can be gleaned for a price of no less than 
five ceramic pieces. Such information would include a 
rough history of the three controlling houses of the city, 
indicating which sections of Balic are managed by which 
house, and how they can be contacted. 

If the heroes bring up their desire to locate the hidden 
templars of Andropinis, most of the general populace 
either do not believe in their existence or make up some 
outrageous story about how they secretly control the whole 
city (DM can be creative with rumours here). In the end, 
most people admit the trading houses would probably 
know for sure. In all cases, information is not free. 


White Palace: Unlike in Raam, the palace of 
Andropinis was not demolished following the sorcerer- 
king’s disappearance. For a week following the events at the 
conclusion of the Prism Pentad, the templars barricaded 
themselves in the White Palace then, for reasons known 
only to them, they abandoned the building in the dead of 
night. Some of the more skilled (and less hated) templars 
sought employment with one of the three houses. 

While this surrender of sorts was being met with 
mediocre results on the part of the templars, the White 
Palace stood empty - but only for a few hours before 
House Wavir made their move. To this day, some still 
wonder if Lord Tabaros had inside information regarding 
the templars, or whether he had planned to invade the 
palace to begin with. Today, the White Palace serves as 
a place for House Wavir to launch caravans, store goods, 
house troops, and meet with prospective clients. 

Should the heroes show up at the White Palace seeking 
information, they're eventually referred to Falmon Durow. 
The heroes never get to see the interior of the White 
Palace (unless they break ir), and anyone they encounter 
summons someone to take them to Falmon. 

There are always from 30-50 6th-level human fighters 
and 25 7th-level half-giant fighters guarding the palace - 
along with an assortment of psionicists, elemental clerics, 
and even preservers in Wavirs employment who may be 
rooming in the barracks. 
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Albeorn & Templars: Clever heroes may attempt to use 
the true name of Andropinis (given to the heroes earlier 
by the sorcerer-kings) to contact the hidden templars. 
This is an excellent ploy, as this name is used by the 
templars to gain admittance to their hidden congregation, 
even though most are either dead, employed by merchant 
houses, or in hiding among the general populace. 

Though rare, it is possible that the name makes it back 
to one of the hidden templars, who realise that someone 
in the know is seeking them or their master. The player 
characters have a cumulative 10% chance per day of 
turning up a lead when spreading the name Albeorn 
around the city. 

Should the characters come into contact with an ex- 
templar, they're instructed to meet with a half-giant named 
Mox at the Lazy Mekillot in House Wavir's section of 
the city (see House Wavir entry above for the proper 
procedure for this). 


27. 


Lazy Mekillot 


Located in the central section of Balic controlled by 
House Wavir, the Lazy Mekillot is a clean, high- 
class establishment catering to patricians, traders, and 
mercenaries in the service of Lord Tabaros. Others are 
welcome, but the inflated prices generally keep the riff- 
raff away, as do malevolent looks by patrons when any 
“unwanted element” enters the tavern. This could mean 
the heroes, should they present themselves as crude, ill- 
mannered folk. 

The Lazy Mekillot is managed by a systematic dwarf 
named Dillge who does everything from bartending, 
to cooking, to personally waiting on important-looking 
customers (or just those spending large amounts of 
money). Dillge is often assisted by a human boy called 
Mich, an orphan Dillge found rummaging through his 
garbage after the sorcerer-king was imprisoned. Mich is an 
ex-slave whose cruel patrician owners were killed in the 
rlots two years ago. 


== 


If you ask Dillge who owns the Lazy Mekillot, he tells 
you he does not know. In fact, the owner of the tavern is 
none other than the bouncer Mox the half-giant. Though 
he plays a dull-witted brute who does nothing more than 
watch the front door and walk home drunk traders, Mox 
is actually a very powerful psionicist who has a network 
of connections and allies throughout the city. Mox serves 
no merchant house, finding it more profitable to use his 
formidable powers to work for himself. 

The hidden templars are not the only group of contacts 
Mox has. His acquaintances range from slave tribes to 
defilers to assassins, all of who come to the Lazy Mekillot 
to meet with the doltish half-giant servant of a powerful 
psionicist who then points them in the right direction - 
for a price. With the exception of Dillge, only a handful 
of people are aware of the inventive ploy on Mox’s part. 

The owner of the Lazy Mekillot could be considered 
a trader who uses psionics instead of barter to do his 
business. He cultivates his double life with extreme care. 

As dull-witted halfgiant Mox has many “friends” 
among those who treat him kindly instead of as another 
stupid brute, mostly regular patrons of the tavern. Should 
someone befriend him in an honest manner, Mox makes 
sure the deed does not go unrewarded. There are times 
when he hates deceiving his “friends” in this manner. 

As psionicist and businessman, Mox is a clever, 
manipulative entrepreneur who deals in information, 
subterfuge, and eradication. He has a sense of "honour" 
that would keep him from stealing a homeless man’s last 
ceramic, but is not above probing someone’s mind for the 
benefit of a competitor. Mox can be an adequate friend, 
a resourceful tradesman, or a ruthless killer. 


Mox the Half-Giant 


Half-Giant Male Psionicist (I7th-level psionicist): AC 
15 (carru leather +2, Dex); MV I5; hp 133; Attack +13; 
#AT I; Dmg 146+10 (bone wrist razor); SA Psionics; 
SD Nil; SZ L (12' tall); ML Elite (14); AL L? 

$23 D I3, C ОДА СЗ 


Notes: At 99 years, Mox is old by half-giant standards. 
His age is apparent from streaks of gray in his hair and 
a very weathered complexion. 
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Personality: Judicious, deceptive, persistent 

Special Equipment: Bone wrist razors, carru leather 
+2, ring of mental protection +4, agate necklace worth 
IO sp 


Psionics Summary 
PSPs: 267; Power Check: +18 
MAC: 25 


Powers 

Ist level—alter features, cognitive trance, detect poison, 
displacement, know location, synesthete; 9nd level— 
adrenaline control, aura sight, combat mind, ESP, flesh 
armour, heightened senses, precognition, send thoughts, 
3rd level—absorb disease, graft weapon, 4th level—id 
insinuation, identity penetration, truthear, 5th level— 
complete healing, domination, mindwipe, probe, telekinesis, 
teleport; 6th level—disintegrate, intellect fortress, psionic 
blast, 7th level—regenerate; 8th level—mind bar, psychic 
crush 


Without the clues above, the heroes will never discover 
that the Lazy Mekillot is the place to find out about 
the hidden templars. Despite the recent turmoil in Balic, 
there are still countless inns and taverns in the large 
city, and the chances of the heroes coming to the Lazy 
Mekillot are slim to none without the proper information. 

Even if they do stumble upon the tavern, without the 
proper presentation to Mox (a pound of salt and IO silver 
pieces) he ignores their request for information. Unless 
the heroes give him cause, Mox uses no psionic powers 
against them. If they give him cause, Mox attempts to 
read the mind of any non-psionic character in the party. 

If the heroes have obtained the proper information and 
present it to Mox, read or paraphrase the following: 


After giving the salt and silver pieces to Mox he replies, 
“Мох5 boss tells Mox to take you to pretty lady Asthira 
for giving me this... right? <pause> Mox know these things 
because Mox is smart and sneaky when it comes to these 
things. You follow Mox through dark tunnels and he take 
you to hidden place of pretty lady Asthira and more of 
Мох5 friends... OK? But must leave now because pretty 
lady not be there later... OK?" 
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Templars of Andropinis 


Since abandoning the White Palace, the templars of 
Andropinis went in several different directions. A 
surprisingly large number of them left Balic for good, 
fearful of retribution from the populace now that their 
clerical powers were gone. A handful of the bureaucratic 
templars tried to find employment with the merchant 
houses. Some were successful, filling new positions created 
with the Houses’ expansion through Balic - with the 
exception of House Tomblador, where they were simply 
killed. The remaining group of templars, the smallest 
group of the three, went into hiding following the seizure 
of the city by House Wavir. This faction, lead by First 
Templar Asthira, took to an underground network created 
by the templars hundreds of years ago. 

After the disappearance of Andropinis and the loss 
of her powers, Asthira travelled to Tyr and confronted 
Sadira to learn the truth about her master. When she 
discovered Andropinis had been imprisoned in the Black 
for a thousand years and was not dead, she returned to 
Balic and began research in an attempt to contact her 
master. 

After several months of study, an enigmatic shadow 
wizard appeared before Asthira with a message from 
Andropinis, which told her to learn the magic of this 
mysterious wizard so the sorcerer-king could contact the 
real world from the Black through his First Templar. 

Eighteen months later Asthira has become a shadow 
wizard of tremendous power, her aptitude for the mysterious 
energy surprising even her own teacher - who recently left 
Balic for places unknown. 

Through the use of spells available only to shadow 
wizards, Asthira is able to contact Andropinis for limited 
amounts of time. The First Templar and a handful of 
other loyal subjects have devoted their lives to finding a 
way to free their master from the Black - no matter what 
the cost. One advantage the templars have in their favour 
is the treasure of the White Palace, which they emptied 
before going into hiding two years ago. This cache of 
gold, silver, precious jewels, and powerful magical items 
has allowed the templars to build a small empire beneath 


the surface of Balic. 
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If the heroes have given Mox no cause for concern, and 
the proper “payment” is given, the half-giant leads them to 
the hidden location of the templars of Andropinis. 


You follow the half'giant Mox through several alleyways 
behind the Lazy Mekillot, coming to a dead-end near the 
northern edge of the city. Mox then whispers a word you 
cannot quite make out, then Says, “Follow Mox quickly. 
Just walk into the wall like Mox does...” and he steps into 
the adobe wall and disappears. 


The transporter gate which Mox steps through is only 
open for one minute, and anyone not entering before 
that time is left behind. Even if the heroes can figure out 
what the word was Mox whispered to the gate to cause it 
to activate, it does not work for the characters - only for 
Mox or others attuned to the ваге 5 magical power. Once 
all of the heroes who are going to step through the gate 
have done so, continue with the following: 


After stepping through the gate, you feel a moment of 
disorientation, then find yourself in a damp underground 
chamber filled with bright, magical globes of light. The 
chamber appears to be hand-carved from solid rock, 
and several tunnels can be seen branching off into the 
darkness on all sides. Suddenly, from the darkness at the 
edge of the chamber emerge a dozen black robed figures. 
As they step from the shadows, a chill fills the air - a 
cold, unfriendly feeling that makes you more than a little 
uncomfortable. 

One of the figures, a tall and imperious woman with a 
flowing mane of black hair, steps slightly from the shadows 
and declares, "I am Asthira, First Templar of Andropinis. 
I did not summon you, yet you knew the proper tribute 
to have Mox bring you here. Why do you seek us out?” 


This is the contact the heroes have been looking for, 
their only means of contacting Andropinis. From here 
on in its best if the heroes are honest with Asthira, as 
she and her master have the same interests in preventing 
Dregoth from attaining godhood (though she does not 
know of the Dread Lord’s plans yet). Any aggressive 
actions on the part of the heroes at this point ends all 


hopes of contacting Andropinis and finding the Pearl 
of the Sunrise Sea. Asthira knows nothing about the 
location of the Pearl of the Sunrise Sea, though her master 
did speak of it to her once long ago. Once the heroes 
have told her of the Pearl, Dregoth, and the information 
provided by the other sorcerer-kings, Asthira reveals how 
to contact Andropinis. 


After revealing the plans of Dregoth and your need 
for the Pearl of the Sunrise Sea Asthira steps closer to 
speak, her face still shrouded in the folds of her гође 5 
hood, "| know of both the Pearl and the Dread Lord,” 
she says, “But I know not where the artifact is. Locating 
it would mean contacting my master in the Black. Oh 
yes, it is true that we can speak with him, if only for short 
periods of time. Many of us have learned the ways of 
the Black since our master was imprisoned there by the 
First Sorcerer. This same power will someday allow us to 
free him and restore Balic to its glory. But for now, we'll 
help you - provided we have your word you'll return the 
Pearl to us, should you survive your confrontation with 
Dregoth. Swear to this, and I shall contact my master for 
you. Refuse, and you shall never have the Pearl.” 

Asthira’s terms are non-negotiable. The First Templar 
turns to lawful and good members of the party for oaths, 
being wary of those of chaotic or neutral alignments. 
There are no magical spells that bind this oath to the 
heroes. Presenting the heroes with the Pearl is extremely 
trusting of Asthira, an act that is very non-characteristic 
of a templar of high standing. The truth of the matter is 
that Asthira is no fool and knows that Athas is in great 
danger. She is hoping that the foolish honour of one or 
two heroes will bring the Pearl back to her following 
Dregoth’s defeat. Should the oath of returning the Pearl 
be broken, the Templars of Andropinis do not forget the 
indignity if they ever meet again. Once at least one hero 
has promised to return the Pearl, Asthira continues: 


Your word given, Asthira steps forward and pulls back 
the hood of her robe. You stand in shock as the head 
and arms of the First Templar are nothing more than 
the darkest shadow. It is almost as if she is not there, an 
obscure outline of her former self. 
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“You seem shocked at my appearance,” she chuckles. 
“It is the price I paid to become a shadow wizard powerful 
enough to contact my master. Now stand ready; interaction 
with Andropinis shall only last a few minutes.” 

Asthira then begins to cast a spell, causing the bright 
lights in the chamber to dim. Throwing a silvery substance 
into the air and pulling her robes tight, her entire body 
seems to become nothing more than shadow. A moment 
later, the shadow alters its shape to a height of eight feet, 
nearly doubling in size. The large shadow quickly loses its 
female form, becoming that of a well-muscled man. 

“Т am Andropinis, sorcerer-king of Balic,” the shadow 
says. “Who are you to waste the power of my templars, 
and why do you disturb my agonising imprisonment?” 


Asthira has used the spell shadow shroud to exchange 
her shadow for that of Andropinis. This artful use of the 
spell changes its duration from turns per level to rounds 
per level, leaving the heroes I3 minutes to confer with 
Andropinis. The sorcerer-king’s mention of wasting the 
templar’s power refers to the fact that this version of the 
spell can only be used once a month at Asthira’s level, 
time precious to the imprisoned Champion. 

As with Asthira, the heroes’ best bet is to come clean, 
telling Andropinis everything they know to this point 
regarding Dregoth and the artifacts they've been charged 
with retrieving. Once the heroes are done explaining the 
situation to him, Andropinis replies: 


“So, " muses the shadow of the sorcerer-king, “Dregoth 
does still live. We had suspected as much for centuries. 
Of all the Champions of Rajaat, Gallard’s proficiency 
with magic is the greatest, and if he believes there is a 
threat to Athas, then it must be true. Even in the Black I 
have felt the obstruction of energy from the Inner Planes, 
and your tale conveniently solves for me that enigma. 

“You are brave in wishing to confront Dregoth,” 
continues Andropinis. “The Pearl should assist you. 
Rajaat told me it was an item from the Blue Age, 
empowered by exposure to the energies of the Pristine 
Tower for millennia. After years of possessing the Pearl, 
I discovered that it protected me from even the most 
powerful of psionic disciplines, but in turn it took such 
power from me. 
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"[n the end, I sequestered the artifact so it could not be 
used against me by disloyal subjects. It remains where I 
placed it two centuries ago; upon Asthira s return, she will 
retrieve it for you. My fellow Champions are correct; the 
Dread Lord must be stopped at all costs. But be warned: 
you have sworn to return the Pearl to my templars should 
you survive. Rajaats spell will not hold me here much 
longer and, should you violate your oath, you shall earn 
the eternal antipathy of Andropinis." 


Should the heroes have a few rounds before Andropinis 
departs, he can attempt to answer questions regarding the 
Pearl. He is aware of all the item's powers, which he can 
relate to the player characters, if there is sufficient time 
in which to do so. 

In addition, the shade of the sorcerer-king lies to the 
heroes and tells them of a terrible curse that accompanies 
the Pearl, in addition to the loss of psionic powers. He 
says this curse would result in the death of the possessor 
and all around him (the DM is allowed to be creative 
here, playing on the fears of individual heroes). This lie 
is to help ensure the heroes return the Pearl to Asthira, 
should they survive their attack on Dregoth. 

Unless the heroes treat Andropinis with extreme 
disrespect, Asthira retrieves the Pearl for them upon her 
return. Where the Pearl was hidden remains a secret, 
as Asthira tells the heroes that they must wait in the 
underground chamber until she returns. Any attempts 
to magically or psionically try to find the location of the 
Pearl violate the deal, and Asthira does not return with 
the artifact. 


First Templar Asthira 


Human Female Shadow Wizard (I3th-level wizard): 
AC 13 (robes, Dex); MV 12; hp 44; Attack +9; #AT 
I; Dmg 146+5 (quarterstaff +3); SA Spells, chill touch; 
SW Total darkness; SZ M; ML Fanatic (18); AL LE; 
XP 6,000 

516,30: 17, C 20, 1 од 19, Ch IO 


Notes: Asthira’s shadowy hand has a permanent chill 
touch upon it as per the Ist-level wizard spell, usable 
I3 times per day. In the absence of shadows (such as in 


total darkness), shadow wizards are cut off from the Black 
and cannot access the power needed to cast spells. At 
her level, Asthira can also communicate with all shadows, 
though they do not have to heed her commands. If gravely 
injured or her forces appear beaten, Asthira escapes using 
shadowform or blink. 

Personality: Devoted, libertine, devious 

Special Equipment: Quarterstaff +3, robes, spell 
components 


Spells (7/6/5/4/4/2) 

Ist level—colour spray, dancing lights, magic missile x2, 
phantasmal force, shield, wall of fog; Ind level— blindness, 
darkness I5’ radius, flaming sphere, melfs acid arrow, 
ray of enfeeblement, summon swarm; 3rd level— blink, 
lightning bolt, protection from normal missiles, slow, touch 
the black 4th level—confusion, fire shield, phantasmal 
killer, curse; 5th level— death whip, psionic override, 
shadow magic, summon shadow, 6th level— invisible 


stalker, shadow shroud 


Psionics Summary 

PSPs: I0; Power Check: +I 
MAC: 14 

Wild Talent: shadowform 
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Chapter Three: The Quest 
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Templars of Andropinis 


Human Male & Female Fighters (10): AC 15 (robes 
over mekillot hide, Dex); MV 12; HD 7th-level fighters 
(former 10th-level templars); hp 49 each; Attack +11; 
&AT 3/2; Dmg Id64-5 (wrist razor); SA Poison, weapon 
spec/wrist razor; SZ M; ML Elite (14; AL LE; XP 650 

S I7, D I5, С I5, I 14, W 16, Ch I2 (average scores) 

MAC: I2 


Notes: The wrist razor is coated with gray root poison 
(type M, contact, damage 20/5, onset Id4 rounds). The 
wrist razor has enough poison for three hits before having 
to be coated again. The poison is not on their person. 

Personality: Loyal, vile, devious 

Special Equipment: Metal wrist razor, mekillot hide 
armour. 


Once the heroes have the Pearl of the Sunrise Sea in 
their possession, Asthira reactivates the gate and send the 
party back to the streets of Dalic. From here, the heroes 
can travel to Cromlin, Raam, or begin their journey to 
New Giustenal if they possess all three artifacts (or if 
they ve run out of time). If the heroes have obtained all 
three artifacts, proceed with Chapter Four. 


Chapter Four: 


Giustenal 


“The Day of Light is past and we have triumphed, but 
the Coruscation is not over. While we stand here in the 
ruined city of our human ancestors, our exalted Lord 
Dregoth uses the power taken from the loathsome Raamites 
to complete his quest for ultimate power. The Dread Lord 
has charged his Army of Light with safeguarding his 
city from those who would obstruct his grand designs. 
All approaching Giustenal who are not dray are to be 
destroyed. When next we see our Master, he will be the 
greatest being to ever walk the face of Athas, and we shall 
follow him into a new age where dray reign supreme and 
all other must join us or die.” 


—Absalom, High Priest of Dregoth 
Spoken to the Army of Light following the invasion of 
Raam 


Chapter Overview 


This chapter deals with the heroes approaching Giustenal, 
following their quest to find the three artifacts needed 
to thwart Dregoth. As previously stated, the heroes have 
only a finite amount of time to locate the three items and 
there is a chance they may only retrieve one or two of 
the artifacts and not all three. In this case, they may not 
fair as well against the Dread Lord in Chapter Five. No 
matter how many of the artifacts they ve recovered, the 
next step is to confront Dregoth in New Giustenal where 
he's been casting stages three through five. 

During this chapter, Dregoth completes stage six of the 
godhood spell, then departs for the Pristine Tower. This 
occurs as the heroes are trying to enter Giustenal but, 
expecting an attack of Some measure, the Undead Dragon 
King has positioned his Army of Light in the ruins. Soon 
after arriving at the city, the heroes encounter dray guards, 
and possibly some of the more powerful components of 
the army that attacked Raam. 

Before they're able to enter the underground city, the 
heroes are confronted by Mon Adderath, High Templar 
of Dregoth. At the risk of being put to death by Dregoth, 
Mon Adderath tells the heroes his Master has just 
departed for the Pristine Tower to complete the final 
stages of his spell. l 


Though loyal to his Master, the High Templar firmly 
believes his Masters plan can only result in disaster for 
all of Athas. Mon Adderath also warns the heroes that, 
if they kill his Master, they may incur the wrath of the 
dray nation; they need only prevent him from completing 
his spell. 

Should the heroes discount Mon Adderath’s petition 
and continue their attempts to reach New Giustenal, the 
High Templar himself leads a force of powerful dray to 
destroy them. Despite having their clerical powers reduced, 
the heroes would be sorely pressed to defeat a force of 
Dregoth’s most powerful dray warriors. 


City by the Silt Sea 


How the heroes get to Giustenal following their retrieval 
of the three artifacts is up to them. The simplest method 
is by overland travel, which puts the heroes right at the 
Army of Light’s front door. Flying towards the city puts 
the heroes in a similar situation, though they'll obviously 
be more visible to dray scouts and patrols - not to 
mention predators hovering near the shore of the Silt Sea. 

Approaching Giustenal by silt skimmer is near 
impossible (for the course of the adventure) due to heavy 
silt storms raging across the area surrounding the ruined 
city. These storms are caused by Dregoth’s spell and the 
disruption it is wreaking with the connections between 
Athas and the elemental planes. At best, the heroes 
would have to set their skimmer ashore, possibly in nearby 
Cromlin, and approach on foot. 

It is quite possible the heroes have been to Giustenal 
and New Giustenal in the adventure Dregoth’s Revenge, 
found in the City by the Silt Sea box set. In this case, 
theyll be very familiar with the environs and hazards 
of the area surrounding the ruined city. If not, below 
is a review of the above-ground locations they may 
encounter on their approach (the heroes never reach New 
Giustenal before encountering Mon Adderath). Under 
no circumstance should the heroes be allowed to use 
teleport (or other means of magical or psionic travel) to 


- reach New Giustenal. In this case, state that the powerful 


forces being unleashed by Dregoth prevent such methods 
of travel into New Giustenal. | 


Currently, the bulk of the Army of Light is stationed in 
the ruined Arena (see Location #6 on Map #9). This 
location was chosen since it is best shielded from the 
blasting silt from the north, and its underground chambers 
(cleared of undead prior to the Day of Light) make for 
excellent sleeping quarters. Regular squads of dray patrols 
as well as individual scouts are scattered throughout the 
area, alert for any activity not of a dray nature. 

Despite partys best efforts, the dray eventually detect 
the presence of the player characters, should they attempt 
to reach one of the two entrances to the underground 
city of New Giustenal. At the very least, the heroes are 
confronted by Mon Adderath before entering one of 
these two passages. 

Prior to its assault on Raam, the Army of Light did 
its best to clear all harmful creatures from . the ruins; 
the majority of them have been slain or driven off. This 
applies only to the city itself, not the environs outside the 
city walls - though many of the intelligent creatures have 
gone into hiding with the recent comings and goings of 
Dregoth’s army. Asa result, the normal chance of having 
a random encounter in the Giustenal environs is doubled, 
while only dray are encountered inside the city’s walls. 
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Another problem for the Dread Lord was the presence 
of huge amounts of silt blanketing the city. Though some 
of it has returned in the two or more weeks since the army 
left for Raam, Dregoth’s magic uncovered the ruins from 
the centuries of silt gathered there. Unless the sorcerer- 
king’s magic is used again in the future, the silt eventually 


returns to the ruins of Giustenal. 

In his preparations for the Day of Light, Dregoth 
revived many old memories regarding his ruined city of 
Giustenal - memories the dragon king thought purged 
centuries ago. After removing much of the silt from within 
the city’s wall, Dregoth noticed that a fair portion of his 
city was still intact, albeit weathered through the years. 
Should Dregoth ever succeed in attaining ultimate power 
and launch his own Cleansing War against the races of 
Athas, he would need an above-ground city to do it from. 
Coupled with the recent increase in the dray population 
and over-crowding in New Giustenal, Dregoth has had 
notions of late of rebuilding his once great city. This, 
however, would be done at another time. Nevertheless, the 
dream of once again ruling openly has exerted a powerful 
influence on Dregoth’s imagination and he is considering 
how to reclaim the ruins of Giustenal from the silt. 


Caller in Darkness 


The Caller in Darkness is the name given to the 
supernatural entity that haunts the ruined city of Giustenal. 
Heroes who may have traveled here in the past have 
likely encountered the Caller, and have possibly been 
subjected to its power. Some may even have succumbed 
to the Caller entirely. This unholy cross between undead 
and psionics is actually the spirits of those killed when 
the sorcerer-kings destroyed Giustenal 2,000 years ago, in 
addition to the spirits it has consumed since the time it 
was created. 

The Caller in Darkness is the primary reason the second 
generation dray have not attempted to rebuild Giustenal. 
This entity is drawn to those using psionic powers of any 
kind (including wild talents) in the ruined city or within 
a five-mile radius of Giustenal. See City by the Silt Sea 
for further history on this creature. For some unexplained 
reason, first generation dray cannot be harmed by the 
Caller in Darkness. 

For Dregoth’s Army of Light to begin its assault on 
Raam and later occupy Giustenal, the Dread Lord needed 
to deal with the Caller in Darkness. Before beginning his 
casting of the godhood spell began, Dregoth used his 
magic to temporarily banish the Caller in Darkness from 
the ruined city. Though the center of its conciousness still 
resides in Giustenal, the Caller in Darkness can now only 
uses its powers against those outside (within five miles of) 
the city’s crumbling walls. This is not a permanent state 
of affairs - at the conclusion of the adventure, Dregoth’s 
influence over the entity fades and it can once again use 
its powers in the city. 

In addition to the physical challenges surrounding 
Giustenal, the player characters will have to deal with 
the Caller in Darkness on their approach. Because it’s 
not concentrating on the interior of the city, the Caller’s 
chance of detecting psionic powers outside of Giustenal is 
increased to a base 50%. In addition, those killed outside 
the walls of Giustenal are now sucked into the spirit 
storm as if they were inside the city. However, because 
of this weird set of circumstances, those then trapped in 
the spirit storm are imprisoned for only IdIO+IO years 
instead of the normal amount of time. 
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Because the powers of the Caller in Darkness are 


psionic in nature, any hero with the Pearl of the Sunrise 
Sea is immune to the entity’ call. In addition, should 
the invoked power of the artifact be used on another 
player character, they would be rendered "invisible" to 
the psionic senses of the Caller in Darkness, so long as 
they have no more than 10% of their normal number of 
PSPs remaining. 

This creative use of the Pearl’s power must be done 
before someone has begun to lose points of Wisdom as 
a result of the Caller’s influence to protect them from its 
dreaded commands. The only completely safe method 
of avoiding the Caller is for the player characters to use 
no psionic powers until they're safely inside the walls 
of Giustenal. Remember as well that the heroes must 
eventually leave the city, and may encounter the creature 
on their way to the Pristine Tower. 

There is little the heroes can do against the Caller in 
Darkness, regardless of their experience levels. The best 
thing they can do is shield themselves from its psionic 
power or use no psionic powers at all during this chapter 
of the adventure. The DM should be merciless when 
running the Caller in Darkness, especially if the heroes 
have been to Giustenal in the past and have knowledge 
of the creature. Other encounters in the chapter may not 
present a challenge worthy of high-level characters, which 
is all the more reason to make the Caller in Darkness a 
difficult adversary to survive against. 


Random Encounters 


With the temporary clearing of savage creatures from 
ancient Giustenal, the monsters living there had to go 
somewhere. Those that didn’t retreat into the Silt Sea 
moved south, east, and west of the ruins, anywhere from 
two to ten miles from the city walls. When the player 
characters approach the city, either by overland travel or by 
air, there is a 6 in 10 chance of a random encounter. The 
exception is the Caller in Darkness, which only reaches 
up to five miles from Giustenal. Random encounters 
should be checked for every mile of travel to within half 
a mile of Giustenal. Once the party gets this close to the 
ruined city, the chance drops to 2 in 10. 


Table 5: Giustenal Environs Random Encounters 
Roll 1d20 Creature 
I 2d6 razorwings 


2 9dIO silt runners 

3 Id2 dwarven banshees 
4 Id3 gaj 

5 Id6 tembo 

6 2d4 anakore 

7 2d6 gith 

8 3d4 b'rohg 

9 2d6 agony beetles 

10 Id4 cha’thrangs 

II Id4 flailers 

I2 Id6 braxats 

I3 Id6 lesser kraglings 
I4 Id6 pakubrazi 

I5 3d4 racked spirits 

I6 Id4 barbed scorpions 
I7 2d6 zhackals 

I8 Id2 krags 

I9 Caller in Darkness! 
20 Roll twice 


т The Caller attacks a random hero, even if they have 
not attracted it through the use of psionics. 


Giustenal Environs 


Since the invasion of Raam and increased monster 
activity in the area of ancient Giustenal, most humans 
and demihumans in the area have departed, seeking 
safer territory. Most activity is limited to points west of 
Cromlin, west and south of the Black Spine Mountains, 
and south of Fort Inix. Such groups include the Silt 
Stalker and Sky Singers elf tribes, and the tar mines of 
the dwarf brothers Durex and Haltham Ghodan. Even 
Abdaleem, the para-elemental silt priest of Giustenal, 
departed after the appearance of Dregoth’s faithful, though 
he may return at the conclusion of the adventure. 

Below are some of the major locations surrounding 
Giustenal. More in-depth information on these and other 
locations can be found in the City by the Silt Sea box 
set. Exact locations for these areas are on Map #8. 
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Jagged Plain: For areas of up to one square mile 
surrounding the ruins, the ground is covered with sharp 
stones and jagged protrusions that decimate wheeled 
vehicles and the feet of riding animals. The jagged plains 
consists of a dark red stone, and fierce winds blow free 
bits of mica or quartz across the hazardous terrain. 

When traveling over these areas, travel time is reduced 
toa crawl, and all movement rates are treated as if the 
individual (or beast of burden) is being affected by heavy 
encumbrance. Those already heavily encumbered are 
reduced to a severe movement rate. Riding beasts must 
be walked, though they may still pull wagons. Even at a 
reduced rate, every turn spent walking through such areas 
inflicts Id4 points of damage due to nicks, cuts, and the 
inevitable tumble. Thick-soled boots reduce the damage 
by half. The only benefit of traveling across the jagged 
plain is that random encounters are reduced to 3 in 10 
because of the hazardous terrain. 


Tar Pits: Much closer to the walls of ancient Giustenal 
than the jagged plains, the tar pits just south of the city 
walls present a formidable barrier against those trying to 
reach the city. These vile pools of tar were created as a 
result of the defiling magic used by the seven sorcerer- 
kings when they attacked Giustenal 2,000 years ago. The 
tar is hot enough to boil flesh in only a few seconds, 
and any contact with it while the tar is still in the pits is 
nearly always fatal - unless countered by powerful magic 
or psionics. If exposed to flame - magical or otherwise - 
the tar does not ignite. 

With Dregoth’s return to Athas, the tar pits have grown 
in size, and the pit snatchers have grown larger and more 
fierce. Since it is believed that large amounts of defiler 
magic created this phenomenon centuries ago, its likely 
the Dread King’s use of magic has caused the pits to 
expand and the snatchers to become more powerful. With 
the southern wall of Giustenal near-cut off by the tar pits, 
those trying to reach the city may find it more difficult 
than in past years. All maps detailing safe paths through 
the pits are now obsolete. Heroes who may have been to 
Giustenal in the past notice an instant change in the 
environment, and this should be conveyed to the players 
once they come within visual range of the tar pits. 


The tar pits are also home to the vile pit snatchers, 
horrible creatures that live in the black ooze and prey on 
those trying to reach Giustenal through them. There is a 
30% chance per character that they'll attract the attention 
of a pit snatcher while moving across the tar pits. This 
number can be increased up to a maximum of 95%, 
depending on the characters actions. Table 6 outlines 
modifiers that may influence this check for and against 
the characters. 


Table 6: Pit Snatcher Modifiers 


Modifier Reason 

+30% Falling in a tar pit! 

+25% Riding or leading a beast of burden? 

+20% More than 3 people within 20 feet of 
each other 

+15% Weight above 500 pounds 

+10% Excessive noise 

-10% Under silence spell 

-5% Under 200 pounds 

-5% Traveling less than half movement rate 


! Creatures falling in the tar pits must make one 
additional check to attract pit snatchers. 

? Creatures over 1,000 pounds, such as mekillots, roll 
individually to attract pit snatchers. Crodlu are roughly 
800 pounds and kanks are 400 pounds. 


Aside from the pit snatchers, there are other dangers in 
crossing, the tar pits. The above-ground crust that forms 
paths throughout the pits is extremely brittle. Creatures 
and characters that weigh up to 500 pounds have a base 
15% chance to collapse the crust and fall through into 
the tar. This number is increased by I% for every point 
of Strength of the character above I8. For creatures and 
characters above 500 pounds, the chance increases to 
30% plus 2% per Strength point above 14. A creature 
must make two checks to cross the tar pits at the west 
and east ends, where the distance is the shortest across, 
and three checks anywhere else. 

Anyone falling into the boiling tar takes 3d10 points of 
damage (increased from previous 3d8) and another IdIO 
each round until pulled free. 
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A Strength of at least 20 and a firm hold on the side of 
the pit are required to pull one’s self free in Id4 rounds. 


In addition, the character must make system shock survival 
check when falling in or the traumatic experience of falling 
in the hot tar prevents them from freeing themselves. 
Because of the violent silt storms currently raging to the 
north, it is not possible to circumvent the tar pits to reach 
the walls of the ancient city. 

Another danger when crossing are noxious fumes and 
heat that waft from the tar pits. At the same time a 
character makes a check to cross the tar pits, they must 
make a Constitution check (for characters with score 
above 20, a die roll of “20” is still considered a failure). 
Failure indicates the immediate loss of Id6 Constitution 
and Strength ability points. Should one of these scores 
reach 0, the character passes out from heat and lack of 
fresh air and suffocates in 2d4 turns. 


Victims of the poisonous gas take Id2 points of damage 
for every ability point lost. Constitution and Strength 
points are recovered at a rate of Id3 every turn after 
being exposed to fresh air. Hit points lost from exposure 
to noxious gas are recovered in the normal fashion. 


Pit Snatchers (up to 20): AC 16; MV Special; HD 
8; hp 44 each; Attack +8; #AT 2; Dmg IdIO/IdI0; SA 
Grapple, burning; SD Immune to fire, reduced damage, 
psionics; SW x2 damage from cold; SZ M (7 tall); ML 
Steady (12); Int Low; AL NE; XP 4,000 each 


Notes: See City by the Silt Sea for more details. The 


pit snatchers have no treasure. 


Psionics Summary 

PSPs: 60; Power Check: +7 

MAC: 14 

Clairsentience: detect life, know course, know location, 
precognition, synesthete 


Telepathy: attraction, ego whip, mind blank, mindlink, 
thought shield 


Gray Death: This is the term given to the terrible 
silt storms that rage across the Sea of Silt with regular 
occurrence. Though not a specific location in the 
surrounding countryside, the Gray Death can blow up 
in from the shores of Giustenal at any give time, for a 
mile east, west, and south of the ancient city. Normally, 
the Gray Death strikes without warning and is extremely 
unpredictable. Recently, however, the storms have been 
localised around Giustenal, and are thought to be under 
the control of someone or something. This is a result 
of the powerful godhood spell being cast by Dregoth in 
the depths of New Giustenal; this has caused the Gray 
Death to become more of a steady storm surrounding the 
city. Once Dregoth leaves New Giustenal for the Pristine 
Tower, the Gray Death returns to normal. 

Though not as potent as before, the Gray Death can 
pose genuine problems for the heroes. This light silt that 
blows through the air in huge gray clouds makes seeing 
and breathing difficult. The Gray Death is constant 
within one mile of Giustenal, though its effects are halved 
within 20 yards of the city walls and inside the city itself 
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(through remnants of Dregoth’s magic). There is also a 
10% chance per turn to find a pocket of stable air, much 
like an “eye of the storm.” These pockets only last 2410 
rounds before disappearing. 

When moving through the Gray Death a character 
suffers from a -2 penalty to all attack and damage, ability 
checks, and rolls for initiative. Visibility is reduced to 
1410+20 yards. If a wet cloth is placed over a character's 
mouth, the attack rolls and ability checks are cut in half. 
Dust goggles reduces the penalties by a further one, so 
penalties from this lighter, but more constant manifestation 
of the Gray Death can be entirely negated with a mask 
and goggles. Only magic or psionic powers can increase 
visibility, however. 

It is possible to fly above the Gray Death, though 
someone would have to travel back down through it to 
reach the ground. Flyers have to sail 100 feet above 
the ground to avoid the Gray Death. However, this 
immediately attracts flying predators (such as razorwings 
- see random encounters) to their location within Id6 
rounds. 


Ruins Above 


Heroes who may have been to ancient Giustenal in the 
past barely recognise the city upon their return. With the 
removal of much of the silt, things such as city streets, 
small structures, and other features = though crumbled 
through time - have appeared where before they were 
hidden beneath mounds of silt. Additionally, where once 
there were monsters and other hidden horrors, there now 
lurk dray patrols on the lookout for groups such as the 
heroes who wish to thwart their Master’s plans. 

Once in the city, the heroes are likely to begin making 
their way towards one of the two entrances to the ruins 
below. The two entrances down can be found in the 
Blasted Spire and Dregoth's Tower, which may be known 
to the heroes from a previous journey to New Giustenal. 
Fach of these entrances is guarded by the most powerful 
of Dregoth’s dray templars, warriors, and defilers. If the 
heroes have never been to New Giustenal in the past, 


they'll likely be confronted by Mon Adderath long before 


discovering either of these locations. 


Chapter Four: Giustenal 


In the case of the High Templar, he has instructed that 
any prisoners be taken alive - if possible - for questioning 
regarding their presence in the city. 


City Walls: Some heroes may decide that the walls 
surrounding Giustenal offer a better entrance to the 
city than one of the two smoke-shrouded gates. While 
this may be true, the 40-foot walls offer hazards of their 
own. Following Dregoth’s attack on Giustenal during the 
Cleansing Wars, the Dread Lord instructed his masons 
to replace sections of the wall damaged during his attack. 
A well-trained eye can spot these large sections of wall, 
which are inferior and have begun to crumble over the 
years. Those unlucky enough to encounter one of these 
sections are sure to plummet to the desert floor. 

Actually, the first 30 feet of the wall are extremely 
easy to climb, requiring no climbing checks; it’s the last 
10 feet that contain the most patchwork masonry. There 
is a 70% chance per five feet to encounter a section 
of unstable stonework, so a character must check for 
unstable stonework twice. 

Anyone with the craft (stonemasonry) or mountaineering 
non-weapon proficiency is allowed a normal proficiency 
check to detect a faulty section. If the result is successful, 
the climber can circumvent the area without incident. If 
the section is not detected, the character must make a 
climbing check at -40% penalty, with failure resulting in 
a fall causing 4d6 damage. 

Once damage has been determined, the character must 
make an immediate saving throw versus wands. Failure 
indicates that a significant portion of the wall has followed 
them down, causing an additional 5d6 points of damage. 
Because of the unstable masonry, no dray patrol the walls. 

Non-rogue heroes and those without the mountaineering 
proficiency have a base chance of 40% to scale the walls 
without the use of ropes or other climbing equipment. 


Modifiers for climbing can be found in Chapter 14 of 
the Player’s Handbook. 


City Gates: Giant roaring dragons cast in the visage of 
Dregoth 2,000 years ago stand to either side of Giustenal’s 
30-foot gates. Two gates still bar the way into the ancient 
city, one on the south wall and one on the east. 
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The doors that used to bar these gates have crumbled 
into rubble following the passing of the Army of Light 
through them, as have portions of the dragon statues. 
The southern gate opens into the temple area, while the 
eastern gate leads into the heart of the city. 

Each of these gates is guarded by a patrol of dray. 
The dray cannot be seen from the outside wall, as 
theyre positioned just inside the walls beyond the arches 
dedicated to Dregoth. Because of the blowing silt outside 
and not inside, there is a 7 in IO chance of the dray 
seeing someone entering the gates long before they would 
see the secluded dray. 

Once someone is detected trying to enter Giustenal 
(unless the dray are surprised) a runner is sent to Mon 
Adderath to inform him of the intrusion, who reaches 
his destination in 2d4 rounds. One turn later, 2d10 dray 
(stats as templar/fighters) arrive every round to confront 
the heroes until they're overwhelmed or retreat. Remember 
that an army of 2,000 dray is currently in the Arena to 
fuel the dray forces. 


Gate Patrols 


Dray Male Warriors (14): AC I5 (natural + Dex); 
MV 12; HD 7th-level fighters; hp 40 each; Attack +10 
or +8; #AT 3/2 or 3; Dmg 148+5 (dray impaler) or 
1d6+3/1d6+3/1d4+3 (natural attacks); SA +I w/dray 
weapons, weapon spec/impaler; SD half damage from fire; 
SW x2 dmg from cold, -2 in bright light SZ M (7+ feet 
tal); ML Elite (14); AL LE; ХР 1,400 

S 18, D I6, C I6, I I3, W 13, Ch 9 (I3) (average 


scores) 


MAC: II 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weap spec. in impaler +I hit/+2 damage 

Personality: Loyal, corrupt, brutal 

Special Equipment: Dray-crafted impalers (metal), dray 
bone dagger, raiments 


! Originally I5 warriors are stationed at the gate, with 
one being the runner sent to Mon Adderath at the first 
sign of the heroes. 
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Dray Male Templar/Fighter (5): AC 20 (natural/hide/ 
Dex); MV 12; HD 8th-level templar/6th-level fighter; hp 
37; Attack +9 or +7; #АТ I or 3; Dmg 148+5 (metal 
dray long sword +I) or 1d6+2/1d6+2/1d4+2 (natural 
attacks); SA spells, weapon spec/long sword; SD half 
damage from fire; SW x2 dmg from cold, -2 in bright 
light; SZ M (7+ feet tall); ML Champion (15); AL LE; 
XP 2,500 

S 17, D I6, C I5, I I5, W I7, Ch 9 (15) (average 


scores) 


MAC: 12 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation with long sword GHI 
to hit, +2 damage) 

Personality: Devoted, wicked, evil | 

Special Equipment: Braxat hide armor, long sword +1, 
amulet of the dragon 


Spells (5/5/3/1)! 

Ist level— bless, cure light wounds, protection from good, 
fear, command; 2nd level— charm person, hold person x3, 
obscurement, 3rd level— cause blindness, curse, summon 
insects, 4th level—cause critical wounds 


! There is a 50% chance for any one of a dray’s spells 
beyond 2nd level to have been cast during the attack on 
Raam. Because of the godhood spell, these spells cannot 
be prepared again at this time. 


Temple: At one time this was a temple to Taraskir 
the Lion, giant ruler of Giustenal before being killed by 
Dregoth during the Cleansing Wars. When the Ravager 
of Giants took control of the city, much of the temple was 
renovated in the image of the Dread Lord. Knowing that 
many of Dregoth’s faithful would be spending time above 
ground during the Coruscation, High Priest Absalom 
stabilised the structure so Dregoth's faithful could come 
and pray for his success and conquest over his enemies. 
Though there are still holes in the walls and ceiling, 
the floor will no longer collapse into the basement. The 
murals depicting Dregoth's victory over Taraskir the Lion 
have been restored (as best they can due to its age) and 
now act as an altar for the prayers of the dray. There are 
at least 20 dray here at all times (use warrior stats above). 

The morg Absalom presides here for the duration of the 
dray visit to the surface world. He preaches to the dray, 
keeping their faith during this time of change, preparing 
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them for their Master’s ascension. Unlike Mon Adderath, 
Absalom fully believes in his Master's success. Should 
Absalom confront the heroes before they have a chance 
to speak with Mon Adderath, the morg rallies those dray 
dedicated to him to fight the invaders to the death. 


High Priest Absalom 


Undead Dray Male Templar, Morg (I7th-level 
templar): AC I6 (natural); MV 9; hp 97; Attack +13 
or +16; #AT 2 or I; Dmg 346 (claws) or 148+6 (long 
sword +3); SA Spells, psionics; SD magical weapon to 
hit; SZ M (7 tall); ML Fanatic (18); AL LE; XP 14,000 

S 18, D 14, C I5, I I6, W 20, Ch 9 (18 (ог dray) 


Notes: When Dregoth decided it was time to appoint a 
new High Priest, he chose his powerful templar Absalom, 
as he wanted someone special to oversee his quest for 
godhood. He wanted a high priest made in his own image 
- a dray. At the time, which was shortly after Dregoth’s 
death and Giustenal's destruction, the dragon king had 
not yet perfected the dray transformation process. Only 
in death did the transformation stabilise. So to become 
Dregoth's High Priest, Absalom had to die. 

Absalom the imperfect 
process, mutated into a perfect dray, then was killed 
to halt the process from changing him further. Dregoth 


brought Absalom back as a morg, an undead creature 


underwent transformation 


similar to the greater mummies of other worlds. Now he 
wears the ornate robes of Dregoth’s High Priest, though 
the finery does little to hide his mummified, dead-gray 
features (Absalom is not wrapped in rotting strips of 
cloth). He stands seven feet tall and looks like a well- 
preserved second generation dray who died thousands of 
years ago but continues to walk around. The High Priest 
communicates as he did in life, speaking the language 
of ancient Giustenal. He can talk to others using the 
tongues spell. 

Like all morgs (though only a very few of the entities are 
known to exist on Athas), Absalom can only be harmed 
by magical weapons. Sleep, charm, hold and heat-based 
spells have no effect on him. Cold-based spells cause 
normal damage. 

Personality: Unfailing, devoted, fervent 
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Special Equipment: Metal long sword +3 (the ancient 
weapon’s point was broken off long ago, but when 
Absalom grips the hilt, the ghostly image of the sharp 
point appears; the long sword causes Id8+3 points of 
damage, plus an additional 3 points due to Absalom’s 
great strength), amulet of the dragon 


Spells (10/10/9/9/5/4/2)! 

Ist level—command x2, cure light wounds x3, detect 
good, protection from good, fear x2; 2nd level—charm 
person x3, hold person x3, might of the sorcerer-kings, x2, 
silence 15’ radius x2; 3rd level— blindness, cause serious 
wounds x2, dispel magic x3, prayer, paralysis, strength of 
one’, summon insects; 4th level—cause critical wounds 
x2, cure critical wounds, divination, image of the sorcerer- 
kings, poison x2, sticks to snakes, tongues, 5th level— harm, 
heal, magic font, mindshatter, true seeing, 6th level— blade 
barrier, slay living, wisdom of the sorcerer-kings, word of 
recalP; 7th level—destruction, tentacle walls? 


1 At the command of Dregoth, Absalom has refrained 


from casting spells and has a full compliment regardless 
of the stage of the godhood spell. 

2 Absalom’s word of recall spell returns him to the 
Temple of the Dragon in New Giustenal. 


? Spell found in Tome of Magic. 


Psionics Summary 

PSPs: 292; Power Check: +19 

MAC: 23 

Psychometabolism: aging, body weaponry, cause decay, 
complete healing, displacement, metamorphosis 

Telepathy: intellect fortress, mental barrier, mind blank, 
thought shield, tower of iron will 


District Ruins: There are several districts in Giustenal: 
Merchant District, the Warrens, Freeman District, Noble’s 
District, Trader’s District, and the Templar Buildings. 
Each of these districts consists of partially ruined and 
deteriorating buildings, though the structures appear much 
different now that some of the silt has been removed by 
Dregoth. While the player characters are moving through 
any of these districts, there is a 4 in IO chance per turn 
of coming across a dray patrol moving through the city. 


These patrols are looking not only for intruders but 


wandering monsters that may have decided to prematurely 
return home. Like the guards at the city gates, one member 
of the patrol tries to warn his superiors at the Arena 
should they encounter the heroes inside the city walls. 
Each dray patrol consists of I2 templar/fighters (use stats 
presented above under City Gates). 

The removal of the silt, however, has uncovered many 
ancient artifacts in each of these districts, should the 
heroes take the time to search them out. There is a 
base 20% chance to find something for each turn spent 
searching an area. This chance is increased by another 
5% per turn to a maximum of a 45% chance. However, 
remember that the heroes are supposed to be under a 
deadline in their attempts to reach Dregoth, and taking 
time out to search through ruins shouldn’t be done more 
than a few times. Also, should the heroes stay in one area 
for more than two turns, an additional check for a dray 
patrol is made. 


Table 7: Giustenal Random Treasure 
Roll 1410 Result 

I-2 Nothing 

3 Misc. jewelry worth IO cp 
Metal knife or dagger 

Metal long/short sword 
Misc. jewelry worth 30 cp 
Misc. jewelry worth 25 sp 
Misc. random metal weapon 
One random magical item! 
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0 Two random magical items! 
1 Tf using the charts from Psionic Artifacts of Athas, 
ignore all life-shaped results. 


Arena: This one-time gladiatorial arena is now home to 
the Army of Light. The slave pens beneath the southern 
seating section have been cleared of dozens of mummified 
bodies (slaves left here after the sorcerer-kings attacked), 
silt, and other filth and now serve as temporary housing 
for dray troops. Some of the larger rooms have become 
headquarters for high-level templars, including Mon 
Adderath. 
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Unless the heroes’ actions bring him to another portion 
of the ruined city, the High Templar Mon Adderath can 
be found here giving orders to subordinates. Should the 
heroes be captured by dray patrols, they'll be brought here 
to the High Templar. 

Over half of the Army of Light can be found here. 
The rest have returned to New Giustenal to resume their 
various duties that keep the underground city functional. 
What remains are the most powerful of Dregoth's forces m 
high-level templars and templar/fighters, warriors, defilers, 
kalin riders, and psionicists (despite protections, many 
psionicists still fear the Caller in Darkness and refrain 
from using their powers). Including the dray on guard at 
the gates and on patrol through the ruins, there are 2,000 
dray in Giustenal. 

Should the heroes be foolish enough to initiate combat 
in or near the Arena, use the stats found in Chapter 
One for the dray. There is a 60% chance to encounter 
Id2 standard patrols of dray, 35% chance for an elite 
patrol, and 5% chance for other forces such as defilers 
and high templars. Of these patrols, there is a 30% 


chance for these patrols to consist of kalin riders. 


Dregoth’s Palace: The removal of silt from the Dread 
Lord’s former palace was not kind to the ancient ruins. 
Because of poor construction following the vanquishing of 
giants from Giustenal, Dregoth’s Palace did not wear well 
through the centuries. In many cases, the encroaching silt 
actually helped keep much of the palace together, and, 
with it “vacuumed” from the city by Dregoth’s magic, 
many of the buildings have collapsed. Much of the 
palace is now extremely unstable and anyone on their 
way to the tower (the way down) has to pass through the 
ruins. Be sure to tell the heroes, especially if they ve been 
to Giustenal before, that the remaining structures look 
extremely unstable. 

All passing through the ruins must save vs. breath 
weapon or accidentally cause the collapse of some wall or 
other construction. Dwarves and halflings gain a +2 to 
this save, while half-giants and characters with a Dexterity 
less than I3 suffer a -2 to their save. Victims failing the 
saving throw take 646 points of damage, and all of their 
items must save versus crushing blow. 


There is a safe passage through the rubble and crumbling 
walls, which was created by the dray to reach the Black 
Tower. Any heroes with tracking or similar non-weapon 
proficiencies can find this passage after searching the 
northern edge of the palace exterior. In addition, like the 
district ruins, there is a chance to find ancient artifacts 
in the uncovered palace. Searching through the ruins 
increases the chance of becoming a victim of crumbling 
walls. A saving throw must be made for each additional 
two rounds spent searching for relics, making this a 
dangerous task. However, if any items are found, they are 
considered to be of superior worth. Metal weapons would 
have at the very least a +I enchantment, and items of 
jewelry are increased in value by a factor of 10. 

Even if the heroes are skilled enough to make it this 
far, they're still spotted entering the palace ruins. This 
close to the passage down in the Black Tower, there are 
several dray rogues hidden among the ruins. News of the 
party's approach is sent to Mon Adderath at the Arena 
via psionics to alert him of their attempts to reach the 
Black Tower. It is also possible for resourceful heroes to 
discover a hidden dray amongst the ruins. In this case, 
the товце 5 primary concern is to contact Mon Adderath, 
then defend himself against the attacking heroes. There 
are IO rogues scattered across this district of the city. 


Dray Scouts 


Dray Male Thief/Psionicist (100/7): AC I7 
(natural, Dex); MV 12; hp 58; Attack +9 or +6; #AT 
I or 3/I; Dmg Id6+5 (metal dray short sword +I) 
or Id6+2/Id6+2/Id4+2 (natural attacks); SA Psionics, 
backstab; SD half damage from fire; SW x2 dmg from 
cold, -2 in bright light; SZ M (7 feet tall); ML Elite (14); 
AL LE; XP 4,000 

S 17, D 20, C 16, I 15, W 16, Ch 9 (14 for dray) 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, finesse attacks 

Personality: Loyal, wicked, corrupt 

Special Equipment: Metal short sword +I, bone 
dagger, I2 darts 

Thief Abilities: PP 44, OL 47, F/RT 77, MS 55, HS 
65, DN 59, CW 80, BS x4, EB 50 
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Psionics Summary 
PSPs: 53; Power Check: +8 
MAC: I6 


Powers 

Ist level—ballistic attack, conceal thoughts, control 
sound, ego whip, project force, sense link, 2nd level— 
ESP, invisibility, levitation, send thoughts, static discharge, 
thought shield; 3rd level— dimensional door, soften; 4th 


level—animate object, kinetic blast 


Black Tower: Located at the center of Dregoth’s Palace, 
this structure is the only portion of palace not on the 
verge of collapse. This tower contains the primary path to 
the lower environs of New Giustenal, the one used by the 
Army of Light to reach the surface. In the year prior to the 
invasion, dray masons stabilised and enlarged the passage 
to New Giustenal to ensure its safety for the troops of 
Dregoth. With the entrance to their city more accessible, 
a contingent of guards stands in constant watch over the 
passage. If the heroes make it this far, they are confronted 
by Mon Adderath here (see below). If combat ensues, all 
rogues in the area come to the High Templar's aid, and 
one additional dray patrol arrives every turn. 

The heroes should have no need to enter New Giustenal 
following their conversation with Mon Adderath. If the 
DM is going to allow the heroes to kill Mon Adderath 
and the dray guards and enter New Giustenal, then refer 
to City by the Silt Sea. Details on the underground 
complex of the dray (first and second generation) are not 
presented in this adventure. 


Guards of the Black Tower 


Dray Male Warriors (5): AC I8 (natural/hide/Dex); 
MV I2; HD 10th-level fighters; hp 67 each; Attack +14 
or +10; #AT 3/2 or 3; Dmg 1d8+9 (dray impaler 4-2) or 
1d6+3/1d6+3/1d4+3 (natural attacks); SA +I w/dray 
weapons, weapon spec/impaler; SD half damage from fire; 
SW x2 dmg from cold, -2 in bright light, SZ M (7+ feet 
tall); ML Champion (15); AL LE; XP 2,000 

S 18, D I6, C I7, I 13, W I3, Ch 9 (I3) (average 


scores) 


MAC: II 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weap specialisation with impaler (+1 
hit/+2 damage) 

Personality: Loyal, corrupt, brutal 


Special Equipment: Metal dray impaler +2, dray bone 
dagger, raiments 


Dray Male Templar/Fighter (4): AC I8 (natural/ 
hide/Dex); MV 12; HD 9th-level templar/8th-level fighter; 
hp 40; Attack +12 or +8; &AT 3/2 or 3; Dmg 148+6 
(metal dray long sword +2) or Id6+2/1d6+2/1d4+2 
(natural attacks); SA spells, weapon spec/long sword; SD 
half damage from fire; SW x2 dmg from cold, -2 in 
bright light; SZ M (7 feet tall); ML Champion (15); AL 
LE; XP 3,000 

S I7, D I7, C 15,1 I5, W I7, Ch 9 (I5) (average scores) 

MAC: I2 


Notes: Gains +I to all rolls with dray-crafted weapons, 
natural attacks, weapon specialisation with long sword (+1 
to hit, +2 damage) 

Personality: Devoted, wicked, evil 

Special Equipment: Well-crafted hide armor, long 
sword +2, amulet of the dragon 


Spells (5/5/4/1)! 

Ist level—bless, cause light wounds, cure light wounds, 
fear, command, 2nd level—charm person, hold person 
x3, obscurement, 3rd level—cause blindness x9, curse, 
summon insects; 4th level—cause critical wounds 


1 50% chance for any one spell beyond 2nd level to 
have been cast during the attack on Raam. Because of 
the godhood spell, these spells cannot be prepared again. 


Dray Male Defilers (IIth-level wizard): AC I8 
(bracers); MV I2; hp 34 each; Attack +II or +8; 
SAT I or 3; Dmg 1d4+4 (metal dray dagger +2) or 
Id6+2/Id6+2/1d4+2 (natural attack); SA +I w/ 
dray weapons; SD half damage from fire; SW x2 dmg 
from cold, (-2 in bright light, SZ M (7 feet tall); ML 
Champion (15); AL LE; XP 4,000 

S I6, D 14, C I4, I I9, W I7, Ch 9 (15) (average scores) 

MAC: I2 
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Notes: Gains +I to all rolls with dray weapons, natural 
attacks, random magical items! 

Personality: Staunch, corrupt, depraved 

Special Equipment: Dray metal dagger, raiments, 


bracers of defence AC I8 
Spells (7/6/6/4/3) 


Ist level—charm person, message, magic missile x4, 
shield, 2nd level—flaming sphere x2, web x2, ray of 
enfeeblement x2; 3rd level—fireball x2, lightning bolt x2, 


slow x2; 4th level—fire shield, psionic dampener, wall of 
fire x2; 5th level—cloudkill, cone of cold, feeblemind 


' Dray defilers gain five random magical items rolled 
from the Dungeon Master’s Guide or Psionic Artifacts 
of Athas, re-rolling items the DM feels are excessively 
powerful. 


Blasted Spire: If the heroes have played the adventure 
Dregoth’s Revenge, found in the City by the Silt Sea 
box set, they may have already discovered this entrance 
to the Sunken City and New Giustenal beyond. This 
structure was once one of the most ornate buildings in 
all of ancient Giustenal, reaching heights that exceeded 
even the spire of the Dread Lord’s former palace. The 
building’s superior construction has helped it weather the 
centuries, especially since its base rests in the Silt Sea. 

There are two things that make using this entrance next 
to impossible. The first is that the bottom floor containing 
the passage down is completely mired in silt to a depth 
of 50 feet - 20 feet more than two years ago. This is 
primarily due to the recent storms and the fact that much 
of the silt swept out of Giustenal was done so in the 
direction of the Blasted Spire. 

The second obstacle is that Dregoth has renewed wards 
once placed here by Abalach-Re to seal this portal (and 
restored the stone door, if previously destroyed). To get past 
the door, the heroes must defeat the spell wizard lock, and 
a permanent hold portal placed here. In addition, should 
either of these spell be somehow negated, a prismatic wall 
suddenly appears and lasts for 29 turns. During that time, 
Mon Adderath is magically informed of the attempt to 
breach the portal and appears in one turn. All spells were 
cast by the Dread Lord at 29th level of ability. 


Chapter Four: Giustenal 
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It may be possible for the heroes to use the Star of 
Badna to negate the spells placed here by Dregoth. In this 
case, the door should be treated as if it were enchanted, 
with the artifact having a cumulative 5% chance every 
round of negating one of the two initial spells. Remember 
that, during this time, the possessor of the Star of Badna 
would be beneath 50 feet of silt, and whatever magical 
or psionic means they've been using to see and breathe 
may have expired. Either way, once the heroes breach the 
door, they're confronted by Mon Adderath, along with 
the dray guard contingent mentioned under Black Tower 
(see above). 


Mon Adderath 


At some point during their attempts to reach New 
Giustenal the heroes are confronted by the High Templar 
of Dregoth, Mon Adderath. As stated in the introduction, 
the High Templar does not think Dregoth’s attempt at 
godhood will succeed. In the past year, Mon Adderath 


has studied extensively ancient records regarding the Inner 


and Outer Planes, theories on energy and matter, and 
information on the Black and the Gray (see Defilers & 
Preservers for further details). Many of these theories 
and facts came from none other than the First Sorcerer 
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during his aeons of studying magic and the makings of 
Athas itself. 

Shortly before the Coruscation was to begin, Mon 
Adderath and Dregoth sat down to detail the sorcerer- 
king’s upcoming attempt at godhood. Mon Adderath 
fiercely argued with Dregoth, stating he thought the plan 
was destined to fail. “If it were possible to become a god,” 


Mon Adderath would say, “then why did not Rajaat do so 
thousands of years ago?” Dregoth would always reply that 
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Rajaats hideous nature drove him insane aeons before, 
and his dementia never allowed him to see the truth - or 
something of that nature. Many of these conversations 
were not as master and servant, but between two who had 
been friends for three millennia. 

In the end, however, the Dread Lord ignored Mon 
Adderath’s warnings and the godhood spell was begun. In 
the time since the spell began, Mon Adderath reflected 
on many things, and the High Templar has decided that, 


if an opportunity presented itself, he would try to prevent 
the casting of the godhood spell. Should this mean the 
death of his master and friend, or the dray race, he would 
opt to take his chances with the outcome of Dregoth’s 
plan. 

What this means for the heroes is that Mon Adderath 
is going to help them - to a point. Mon Adderath does 
not wish the death of his friend, nor the destruction of 
the dray or their homes. If any actions taken by the heroes 
from this point on bring about either of these conclusions, 
he does not help them. All he wishes is for Dregoth 
to cease his casting of the godhood spell and put his 
energies towards the future of New Giustenal instead of 
what Mon Adderath believes to be the possible end of 
the world. The High Templar believes he can accomplish 
this by using the heroes. There is a certain amount of risk 
involved, but that’s a chance Mon Adderath is willing to 
take. With the artifacts they possess, the heroes have the 
best chance of accomplishing what Mon Adderath wishes, 
the only other alternative being the remaining sorcerer- 
kings - who would surely kill his master. 


Examples of where and when Mon Adderath approaches 
the party are a combination of location, circumstance, 
and timing on the part of the DM. When the heroes 
finally confront the High Templar, but before any battle 


ensues, read or paraphrase the following: 


“I am Mon Adderath,” states the figure before you, 
"High Templar of Dregoth and regent of New Giustenal 
at this time. Before any further actions are taken, I wish 
a discourse to learn why you are here and what you seek. 
Do you agree? Or do I have to put you to death.” 


Any aggressive actions here on the part of the heroes 
ends all their hopes of a pact with Mon Adderath. If 
the heroes are captives of the dray at the Arena, they 
are summarily executed. If theyre parlaying with Mon 
Adderath at either the Black Tower or the Blasted Spire, 
the dray under his command immediately attack - with 
additional troops arriving every turn. If aggressive actions 
were taken by individual, foolish heroes, the DM may opt 
to kill them as an example to the others. 
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If the heroes agree to a parlay, Mon Adderath isolates 
them from other dray to ensure they are not overheard 
(this will never be more than a few yards away from dray 
reinforcements). Once they are apart Mon Adderath says: 


“I know why youve come,” whispers Mon Adderath, 
“But you are too late. Dregoth has just departed New 
Giustenal to complete his spell elsewhere. I wish to bargain 
with you mortals - if you refuse, it may likely mean your 
death. Betray me and it will also mean your death. The 
choice is up to you. As you know, since you plot with 
the Assassins to slay my master, the Dread Lord is in the 
final stages of casting a spell he believes shall transform 
him into a supreme being. Though I would want nothing 
more than my lord to succeed, all research I've done has 
indicated that he shall fail. Thus, I wish to help you.” 

“Take care mortals,” hisses the High Templar, his mood 
suddenly turning unfriendly, “should you kill my lord and 
master, the entire dray nation will stop at nothing to see 
that you and everything you hold dear is destroyed. It is 
unlikely you would be able to kill Lord Dregoth in the 
first place - but you do not have to. You only need to 
prevent him from completing his spell. After that, I would 
recommend running for your lives. I am the only other 
person on Athas that knows some of the workings of the 
spell, and you can tell the traitorous Champions that the 
spell can never again be attempted. Prevent the spell from 
being cast now, and it shall never be cast again. 

“While you ponder your decision,” he concludes, “you 
should know that only I know where Dregoth has gone. 
None of his other templars, especially Absalom, knows 
where our master has journeyed to complete his spell. 
Even if you could discover his location, I would do all I 
can to see you didn't make it there alive, unless you agree 
to my concession. Choose your answer carefully. I give you 
a moment to confer. 


Should the heroes need further proof from Mon 
Adderath, he does explain his reasoning to them (see 
above and the Introduction). Despite his alliances and 
evil alignment, Mon Adderath is sincere in both his offer 
- and threats. He will not be intimidated by the heroes, 
and his terms are not open to negotiation. 


Chapter Four: Giustenal 


If the heroes do not agree to Mon Adderath’s terms, 
they are attacked by wave after wave of dray patrols as 
they leave ancient Giustenal, and dray assassins stalk 
them for the rest of their lives, should they escape. Since 
Dregoth is now gone from New Giustenal, magical and 
psionic transportation functions properly, and resourceful 
heroes could use said powers now to safely escape the 
ruined city. 

If they agree to Mon Adderath’s terms, continue with 
the following: 


“You have chosen wisely mortals, ” states Mon Addera th, 
“and I shall hold you to this bargain - take care not 
to break it. Dregoth his gone to the Pristine Tower to 
complete his spell. Only the inherent powers placed there 
by the Blue Age and the First Sorcerer can amplify my 
Master's energies enough to achieve his goals. To avoid 
Absalom and not appear traitorous to the dray, I shall 
pretend to destroy you with a spell - but instead I shall 
transport you beyond the tar pits surrounding Giustenal. 
Remember: if you do not live up to your end of this 
agreement, we shall meet again." Mon Adderath then 
steps back and menacingly points a finger at you. A 
brilliant flash of light fills your vision, and you suddenly 
find yourself standing in the hills south of Giustenal. You 
then turn your gaze south in the direction of the Pristine 
Tower... and your dreaded confrontation with the Undead 
Dragon King. 


It is possible that the heroes could discover Dregoth’s 
location on their own, preventing them from making 
any type of deal with Mon Adderath. Its important to 
remember that Dregoth doesn’t depart for the Pristine 
Tower until the heroes are already in ancient Giustenal. 
On the other hand, players knowledgeable with the Dark 
Sun campaign may guess the Dread Lord’s location 
without the aid of Mon Adderath. In this case, however, 
they'll still have to escape Giustenal and the Army of 
Light before making their way to the Pristine Tower. 

If the heroes do not deal with Mon Adderath and 
somehow escape Giustenal, dray forces immediately set 
out to track down the party. Use stats for ten elite dray 
kalin riders, an IIth-level dray defiler, and a 12th-level 
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dray psionicist found in Chapter One. All of these dray 
are considered to have a morale of 20, and are focused 
only on the death of the heroes Encounters with this 
assassin squad have a cumulative 2096 chance to occur 
per I2 hours for the remainder of the adventure. Should 
the heroes survive the conclusion of the adventure, the 
DM should follow through on Mon Adderath's threat 
and send frequent assassins (not limited to dray, as others 
can be hired to attack the heroes) after the characters for 
the rest of their days. 

The Pristine Tower is five and a half day's travel 
overland from Giustenal. Timing from here on in becomes 
important, as D'regoth has entered the final stages of his 
spell. Once They ve learned the location of the Dread 
King, proceed to Chapter Five. 


Chapter Five: 
The Pristine Tower 


"[ never understood why Rajaat created the Champions. 
He possessed ultimate mastery of both the Way and 
Sorcery, and could have cleansed Athas of every race save 
the halflings in the course of a day. Yet he did not. For 
three millennia I have tried to answer this question, and 
each time I believe I have the answer, two more questions 
arise. I have often thought that the key was the Pristine 
Tower, though Ive been reluctant to return there. The 
first time I stood before its marble-white spire, my life was 
changed beyond my control, and the last began an age 
on Athas I sometimes regret. To my knowledge, none of 
us has ever journeyed there, even to reminisce of a time 


when we thought we ruled the world. Should the choice 


be mine, I shall never see it again.” 


—Manu of Deche 


Chapter Overview 


In this final chapter, the heroes must approach the ancient 
white spire and prevent Dregoth from completing his 
spell. Along the way, they travel through the dangerous 
environs that surround the Pristine Tower. Powered by 
the ancient magic of Blue Age halflings, close proximity 
to the Pristine Tower causes often dangerous mutations 
should any type of creature or character become injured. 

After braving many of the dangers surrounding the tower, 
the heroes are approached by a group of shadow giants 
- ancestors of the halfling followers of Rajaat. Though 
servants of the First Sorcerer, the giants have the same 
goals as the heroes. Since they are not strong enough to 
defeat the Dread Lord themselves, they offer to escort the 
party through the tower to their final confrontation with 
Dregoth. Without their help, the heroes may find the last 
portion of their journey extremely difficult. 

In the uppermost chambers of the Pristine Tower the 
heroes finally confront the Undead Dragon King, the 
most powerful dragon currently on Athas. If the characters 
play it smart and just prevent the completion of his spell 
instead of trying to take him out, they may just survive. 
And even if the party is careful, it is quite possible that 
one or two heroes may not survive. 


History 


The Pristine Tower is some sixty miles south/southwest 
of Giustenal, over five days’ travel on foot. This ancient 
structure is probably the last remnant of the Blue Age, 
though it was created in its final days. As the Brown Tide 
swept across the face of Athas, the last of the nature- 
masters used their forgotten art to create a potent focus 
for their power. When they were done, a glaring needle 
of white stone was born, seeming to reach into the clouds 
themselves. From the ground, the tower seems to have 
no summit; it simply grows smaller and smaller until it 
disappears into the sky. 

Just when the Brown Tide looked to destroy all of 
Athas, the nature-masters channelled their power through 
the Pristine Tower, drawing on the power of the sun itself 
to save the world. In the end they were successful, but the 
Athas they knew would be changed forever. Much of the 
planets life had been destroyed by the Brown Tide and, 
for Athas to survive, the land had to be remade. Filled 
with the power of a yellow sun, the last of the nature- 
masters used the Pristine Tower to create spontaneous 
life across the land - a time that would later be known 
as The Rebirth. 

Some creatures survived. Others did not. But, in the 
end, life once again flourished. Knowing their civilisation 
had come to an end, the halfling nature-masters used 
their power to transform themselves into the new races of 
Athas, ones that would survive this new age. Using the 
tower one final time, the halflings created humans, elves, 
dwarves, and a dozen other races that would become the 
civilisations of the Green Age. But what of the Pristine 
Tower? 

The truth regarding the halfling’s creation was lost 
with the onset of The Rebirth. Years later, others would 
approach the tower and try to harness its power, but 
strange mutation would occur to any suffering injuries 
near the spire. Sages of the Green Age theorised that 
the great power of the blue sun that was channelled 
through the structure still emanated from within, causing 


- the mutations. Eventually, it became known to the wise 


as a place best avoided, and the Pristine Tower fell into 
obscurity for many years. nr 
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The most powerful nature-masters to save the world 
transformed themselves into pyreen, also known as the 
“peace-bringers”. These were creatures of exceptional 
power and beauty, carrying some of the ways and 
teachings of the nature-masters into this new age. It was 
from amongst the pyreen children that came the greatest 
threat to ever walk the face of Athas - Rajaat. Hideous 
and horribly deformed when compared to his brethren, 
Rajaat became everything the pyreen were not - corrupt, 
evil, and immoral. After mastering the Way, Rajaat spent 
thousands of years developing sorcery with the aid of the 
Pristine Tower. It is thought that the evil pyreen learned 
marny of the ways of the nature-masters, and changed the 
tower to fit his own needs. Through it all, the mutation 
associated with the structure remained, though Rajaat saw 
it as a liability and made several attempts to remove it. In 
the end it did not matter, since he was able to accomplish 
his goals in spite of the mutation drawback. 

Through the combined use of the Pristine Tower and 
the Dark Lens, Rajaat created his Champions, and thus 
began the Cleansing Wars. For the 1,500 years the wars 
reigned, Rajaat stood in the shadow of the Pristine Tower, 
awaiting the return of his Champions. It was in this 
same shadow that the War-Bringer was defeated by his 
creations, his own devices turned against him. llsing the 
power of the Dark Lens, Borys of Ebe created the sorcerer- 
kings from Rajaats Champions, who in turn transformed 
him into the Dragon. 

It wasn't until 2,000 years later that someone would 
return to the Pristine Tower seeking its strange powers. In 
an effort to save her city, Sadira of Tyr braved the dangers 
of the Pristine Tower to find the power she needed to 
defeat the Dragon. It was there she was confronted by the 
mysterious keepers of the spire - the shadow giants. These 
creatures were once halflings who had followed Rajaat, 
but were imprisoned in The Black when their master was 
defeated. Since they were closely linked to the Pristine 
Tower through Rajaat’s magic, these halflings were able to 
interact with the real world as powerful shadows. Though 
they did not have the Dark Lens, the shadow giants used 
the inherent power of the Pristine Tower to transform 
Sadira into a unique creation later termed a sun wizard 


(see Defilers & Preservers). 
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Its this same power of the sun that Dregoth needs to 
complete his spell and elevate himself to godhood. Being 
a former Champion of Rajaat, the Dread King is one of 
the few who can use and understand the workings of the 
ancient spire. 

Since then, none have journeyed to the Pristine Tower, 
and the few who have tried either succumbed to the 
mutation effect or were slain by the remaining shadow 
giants. Those who have been affected by the mutations 
of the tower have been termed “new beasts” by outlying 
villages and nearby cities, often being forced to live in the 
wastes due to their deformities. 


Approaching the Tower 


There are several obstacles the heroes must overcome 
when approaching the Pristine Tower: mutations, the 
bogo forest, the blossom field (and the creatures living 
there), and the gatehouse sheltering the shadow giants. 
The influence of the tower extends to a circular radius of 
three miles, with the white spire at the centre. The bogo 
forest, the first visible obstacle, reaches slightly less than 
two miles from the tower. That means that the one mile 
of scrublands before the forest can be affected by Pristine 
Tower mutations. It’s here that many “new beasts” are 
created, as well as from those who attempt to harvest wood 
from the forest. Each obstacle presents problems for the 
heroes before they confront the Undead Dragon King. 

Like the heroes’ approach to Giustenal, magical and 
psionic means of transportation are not feasible here. 
Even if the heroes have travelled here in the past, the 
combination of the tower's power and Dregoth’s spell 
prevents them from teleporting (or similar power) anywhere 
closer than the edge of the bogo forest. 

The heroes can avoid many of the dangers surrounding 
the tower through flying. One of the dangers to flying 
characters (as well as those on the ground) are the floaters. 
These floaters are different to their cousins living near the 
Silt Sea, as this type is carnivorous. After poisoning their 
victims, floaters drain their blood. Mutations occur to the 
victim after the floater detaches itself. There are hundreds 
of floaters living near the Pristine Tower, and they spot 
flying characters easier than those on the ground, 


Carnivorous Floaters: AC I2; MV FL I2 (В); HD 
4; hp 2I each; Attack +4; #AT 6; Dmg Id4 (x6); SA 
Poison, blood drain; SZ M (4 long); ML Steady (12); Int 
Low; AL Neutral; XP 650 each 


Notes: Flying heroes encounter 2d4 floaters initially, 
and an additional Id6 each subsequent round for two 
turns or until they land. Those on the ground encounter 
2d6 floaters total. Victims hit by a floater's attack must 
save versus paralysation or be paralysed for 2d6 turns. 
Once paralysed, victims are drained of up to 20 hit 
points worth of blood (Id6 each round) for each floater 
attacking them. 

Because the floater is basically a hydrogen gas bladder, 
it is extremely susceptible to flame attacks. Any successful 
flame attack has a 75% chance of causing the creature to 
explode into flames. Anyone within IO feet of the floater 
must save versus breath weapon or take 2d8 points of 
damage – save for half. The floater’s telepathic defence 
modes are always considered to be “on,” which means 
that, even in rounds during which the floater attacks, it 
can use defence modes. 


Psionics Summary 

PSPs: 90; Power Check: +4 

Psychometabolism: biofeedback, chameleon power, 
death field, displacement, double pain, flesh armour, 
immovability, life draining, mind over body 

Telepathy: intellect fortress, mind blank, psionic blast, 


psychic crush 
MAC: I2 


Bogo Forest 


The bogo forest consists of large, gnarled trees that have 
dagger-like thorns protruding from the trunk. The wood of 
the bogo tree is a hardwood, and brave members of local 
elf tribes and outlying villages often come to harvest them 
for sale in nearby city-states. Though not quite as hard as 
agafari wood, bogo wood is hard enough to make weapons 
capable of holding an enchantment. Once cut, a bogo 
tree grows back to full height in IdIO days, unless it has 
been uprooted. If uprooted and taken from the influence 
of the Pristine Tower a bogo tree dies within 24 hours. 
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Bogo trees also produce a small berry-like fruit. This 
fruit is poisonous (save versus poison or die) to all but 
the bogo snake, and is their sole source of food. Bogo 
wood fetches a price of 10 cp per 20 pounds in Nibenay, 
Gulg, and Tyr, while Urik has outlawed the wood for 
unknown reasons. 

Damage caused by the dagger thorns of the bogo tree, 
though only amounting to one point, is enough to cause 
mutations for the heroes. If the heroes move at their 
normal movement rate through the bogo forest, they must 
make four Dexterity checks or become scratched by one 
of the thousands of dagger thorns. If the players expressly 
state theyre moving at 1/2 their movement rate or less 
the checks are reduced to a minimum of two. Characters 
who are Large (eg, half-giants and thri-kreen) suffer a -2 
penalty to each check, while characters less than four feet 
tall (halflings, dwarves) gain a +I to each check. Anyone 
damaged by the thorns must immediately roll on the 
Pristine Tower Mutation Chart (see Appendix ID. 

The second of the forest's dangers are the bogo snakes. 
These creatures lurk in the low branches of the bogo 
trees, swinging down on their prey as they pass beneath 
a branch. The sheer number of bogo snakes guarantees 
that it’s not a question of if theyre encountered, but 
when and how many. Each character must roll on Table 
8 to determine how many snakes are encountered for 
their entire trip through the forest. The DM many opt to 
combine the total number of snakes for the entire party 
and break them down into separate encounters, or roll 
individual combat for each character. 


Table 8: Bogo Snakes Encountered 
d6 Roll # Snakes 

I 0-3 (Id4-I) 

2-7 (146+1) 

3-10 (Id8+2) 

4-13 (1410+3) 

5-16 (IdI2+4) 

6-20 (2d8+4) 
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Heroes combating bogo snakes in the forest environs 
run an additional risk of becoming injured on the dagger 
thorns of nearby trees. Characters can opt to either combat 
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without their Dexterity bonus for AC or make a Dexterity 
check every round (same penalties and bonuses apply as 
if it were a standard check). 


Bogo Snakes: AC 15; MV Cl I5; HD 2+1; hp I3; 
Attack +2; #AT I; Dmg 1410; SA Thrash, surprise; SZ 
M (5' long); ML Average (10); Int Animal; AL Neutral; 
XP 175 each 

MAC: 15 


Notes: When any humanoid or creature passes within 
five feet of a bogo snake, it thrashes about wildly in the 
invader’s direction in an effort to scare them off. This 
happens suddenly and without warning, imposing a -5 to 
all surprise rolls. The speed of the bogo snake's attack is 
blinding. Unless a victim is aided by magic, the creature 
always strikes first, winning all initiative rolls for combat. 
Should one of its barbs hit, it inflicts IdIO points of 
damage, and the victim should immediately roll on the 
Pristine Tower Mutation Chart. If a creature is able to 
distance itself at least IO feet from the thrashing snake, 
the snake ceases its attack in one round and disappears 
into the tree’s upper branches. 


Blossom Fields 


Once through the bogo forest, the white spire of the 
Pristine Tower comes into view. To get there, the heroes 
must transverse 500 yards of blossom fields - which is 
easier said than done. Though the blossoms themselves 
prove no hazard to the characters, the creatures that live 
within them do. The bushes on which the blossoms bud 
grow to a height of three and a half feet, with another half 
foot of white blossoms blowing in the wind. The blossoms 
are of an ordinary variety, though flowers of any kind 
are difficult to find on Athas. This type of blossom may 
only be found in the garden of a sorcerer-king given its 
exotic nature. The real danger is what lives beneath the 
blossoms - the mole boar. 

The mole boar is a small rodent that looks like a 
cross between a weasel and a boar. The creature lives in 
small, one-foot-diameter holes concealed by the blossom 
fields, which can pose a considerable threat to characters 
walking towards the Pristine Tower. 


There are literally thousands of the small creatures and 
their burrows scattered across the fields. Heroes moving 
through the fields must make Id6 Dexterity checks or 
stumble into a randomly located burrow. Anyone failing 
a Dexterity check has twisted an ankle in a hole and is 
reduced to I/4 of their movement rate for Id3 days or 
until a cure light wounds is applied. Heroes with a twisted 
ankle do not get a Dexterity bonus to their Armour 
Class. The huge size of half-giant and thri-kreen feet 
excludes them from this check. 

Any movement through the blossom fields attracts a 
random number of mole boars to the party's location. 
The creatures sense the vibrations the heroes make while 
they walk through the fields, attacking them as they make 
their way towards the Pristine Tower. For each 100 yards 
of travel through the fields, roll on the chart below for the 


number of mole boars encountered. 


Table 9: Mole Boars Encountered 
d8 Roll # Mole Boars 

I None 

I-8 

1-10 

2-24 (2412) 

3-30 (3410) 

3-36 (3419) 

4-40 (4410) 

5-60 (5419) 
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When combating the mole boars, a hero runs an 
additional risk of stepping in a concealed burrow. 
Characters can opt to either fight without using their 
Dexterity bonus to their armour class or make a Dexterity 
check every round to avoid stepping in a nearby burrow. 


Mole Boars: AC 13; MV 15 (21); HD 2+1; hp I3 
each; Attack +2; «AT 3; Dmg Id4/Id4/Id6; SA Leap, 
surprise; SZ S; ML Champion (15); Int Animal (1); AL 
Neutral; XP. 175 each 

MAC: I4 


Notes: When an intruder is detected, the local colony 
bursts from their burrows at a rate of 2I, which they can 
only maintain for two rounds or until confronting prey. 
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Because of their small size, up to 10 mole boars can 
attack the same target. As a mole boar approaches a 
target it leaps from the concealing brush, imposing a -2 
to all surprise checks. When leaping, the creature can 
only attack with its claws, which do double damage in 
a charge-like attack. If one claw hits, the creature has 
grasped hold of its victim and gains an automatic bite 
attack for the next round Gf still attached). Damage takes 
the form of flesh torn from targets, quickly consumed (no 
penalties applied to attacks) before it has a chance to 
mutate. Once a mole boar has “consumed” 10 hit points 
worth of flesh, it returns to its burrow. 


Gatehouse & Shadow Giants 


At the base of the Pristine Tower lies a gatehouse. This 
structure, now crumbling and broken down, was not part 
of the halfling’s original creation. Instead, this building 
was erected during Rajaats reign over the Pristine 
Tower as a home for his faithful halfling followers. These 
halflings would later become shadow giants, the mysterious 
creatures imprisoned half in the Black and half in the 
real world. Though it has fallen into disrepair since the 
end of the Cleansing Wars, the structure still blocks the 
only entrance into the Pristine Tower. 

When the heroes are within 50 feet of the gatehouse 
read or paraphrase the following: 


You're nearly to the tower now, and the glaring white 
needle seems to rise endlessly into the sky. Nearly to your 
goal, you notice there is a second structure at the base 
of the tower. The building is an ancient structure to be 
sure, but is not made of the same unknown substance as 
the tower. Instead this gatehouse is constructed of granite 
blocks and, at one time, was likely solidly built. 

After untold centuries, however, the building has begun 
to show signs of decay. No roof remains intact and much 
of the stone surrounding its few windows has broken off 
in large chunks that litter the ground. The remnants of 
a rusted metal portcullis, the only apparent entrance, 
lie in a twisted pile on the ground. Peering through the 
shadows inside, a small entrance can be seen leading into 
the Pristine Tower. 


Chapter Five: The Pristine Tower 
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Much of the damage to the gatehouse occurred during 
the confrontation between Rajaat and his Champions 
2,000 years ago. The metal gate that was once the 
portcullis is now useless, having decayed to a point where 
the iron is no longer of any use (should anyone get the 
idea to salvage it). 

There is only one entrance into the Pristine Tower - 
the door beyond the gatehouse. Though there are windows 
in the structure, they can only be detected from inside 
the tower. Thus, characters cannot simply fly into an open 
window in order to bypass the shadow giants and other 
hazards below. Once the heroes step up to the crumbled 
remains of the gatehouse entrance, continue reading the 


following; 


You approach the gatehouse cautiously, making your 
way ever closer to the towers entrance. Wary for minions 
of the Dread Lord, you are not surprised when a large, 
shadowy creature suddenly appears in the broken archway. 
Several other silhouettes can be seen lurking in the 
background, though no object can be seen casting a 
shadow of any kind. Suddenly, a bright outburst of light 
flashes from high up the tower, lasting for several moments 
before dissipating. The shadowy creature turns his head 
away from you, gazing towards the bright display. 


Pause briefly here to see of the heroes take any aggressive 
action against the shadow giant while its attention is drawn 
to the tower's peak. If they foolishly attack, the shadow 
giants assume they're allied with Dregoth and retaliate. If 
they take no action continue with the following: 


“He nears the end of the spell,” suddenly Says the 
shadowy creature, wisps of black smoke issuing from its 
blue mouth as it speaks. The creature then turns its 
attention back to you and Says, Чат Kyst, sachem of the 
shadow giants. Since you are not dray, Iam assuming you 
are here to prevent the completion of Dregoth’s spell. The 
Ravager of Giants destroyed many of my people upon his 
arrival, and he is too strong for us to contain. I offer you 
a truce - we shall guide you through the tower if you do 
what you can to defeat the Traitor. Refuse, and you may 
not reach him in time. Do we have a deal?” 
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It is in the party's best interests to accept the shadow 
giants deal. The Pristine Tower is riddled with mysteries 
that only they (and a few of the Champions) know of 
and, without their aid, the heroes do not reach Dregoth 
until he is in the final stages of the spell. Otherwise they 
may have a chance to disrupt the godhood spell before it 


reaches the seventh stage (see below). 


Shadow Giants, Greater (15: AC I6; MV I5; HD 
I4; hp 100 each; Attack +14; #AT 2 or I; Dmg 2d8 + 
special; SA Strength drain, fog; SD +3 or better weapon 
to hi; SW Pure magic; SZ H (20’ tall); ML Champion 
(16); Int Genius (18); AL Lawful Evil; XP 17,000 each 


Psionics Summary 
PSPs: N/A; Power Check: +I6 


Psychometabolism: shadowform 


MAC: 17 


Notes: A greater shadow giant strikes with both fists, 
causing 2d8 damage and draining I point of Strength 
with each hit. A creature reduced to zero Strength falls 
unconscious for 2d4 turns (Strength returns at the rate of 
I point per turn). If an attack hits by four or more, the 
greater shadow giant grasps the victim with effects equal 
to its black fog attack (see below). Victims reduced to 
zero hit points are absorbed. A grasped target can also be 
pulled into the Black and released there, unable to return 
without magical aid. 

The black fog can be used once per day (grasping does 
not count as a daily use). The giant transforms into an 
ebony fog bank for I5 rounds, covering a 20-foot area. 
Creatures of 5 HD or less in the area of effect are slain. 
Creatures of over 5 HD must save vs. death magic or 
die. Creatures that save take 3dIO cold damage, and an 
additional 3410 damage per round they remain within the 
fog. Creatures reduced to zero hit points vanish forever. 

A greater shadow giant can use the shadowform psionic 
power as an innate ability. 

Normal weapons and magical weapons of less than +3 
enchantment harmlessly pass through a greater shadow 
giant and emerge brittle and covered in darkness. For the 
next 2d4 rounds, every time the weapon hits something, it 
must save vs. crushing blow or shatter. 
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Bright light and light-producing spells make a greater 
shadow giant more substantial, healing damage (from I 
point for torch light to 2d4 points for continual light and 
daylight). The absence of light weakens the giant. 

Finally, while a greater shadow giant is immune to sleep, 
charm, hold, and cold-based spells, it is susceptible to 
pure magic. The touch of a defiler or preserver who has 
just gathered the life force necessary to cast magic inflicts 
Id6 points of damage per the level of spell used. The 
mage uses a prepared spell, but no spell effect takes place. 
Instead, the energy damages the shadow giant. 


If the heroes accept the offer of the shadow giants, two 
of them (Kyst and one other) guide them through the 
tower. The rest disappear into the bogo forest. From this 
point forward, the shadow giants inform the heroes how 
to reach the Steeple of Crystals, the current location of 
Dregoth. If the giants are not with the heroes, then it takes 
considerably longer to reach the Dread King since they 
must navigate many of the perils without the shadow’s 


help. 


The Ivory Spire 


There are few rooms and chambers in the Pristine Tower. 
Whether this is by design or as a result of restructuring by 
Rajaat is unknown. The exact dimensions of the Pristine 
Tower are undetermined. From a distance of one or more 
miles, the tower appears only to be a few hundred feet in 
height, but at the structure’s base, it appears to reach into 
the sky and beyond. 

In addition, the tower seems to literally disappear in the 
absence of daylight, and brave souls searching for it at 
night (a foolish thing to do in the first place) cannot see 
the tower until they're within 20 feet of its base. These 
strange distortions only add to the mystery of the tower 
and its origins. 

The Pristine Tower appears to be constructed of some 
sort of white porous rock similar to limestone that can 
also be found in the nearby grotto of Cleft Rock. The 
rock can be chipped away like normal stone, though the 
next morning it “grows” back and the chipped away piece 
crumbles into dust. 


Much of the exterior of the Pristine Tower consists of 
stairs. These stairs are difficult to climb, as they are only 
a few inches high and extremely thin. In addition, the 
stairs are worn in some places, making for more of a ramp 
than a set of stairs. Consequently, heroes who do not take 
extreme care when ascending the stairs have a chance to 
stumble and fall. Because of limited space, half-giants and 
thri-kreen barely fit through the passages up, and suffer a 
-2 to all ability checks. 

There are two chambers on the way up to the Crystal 
Steeple, and two places to rest. The first set of stairs is 
extremely worn, and require a Dexterity check at +2 by 
each hero. Failure means the hero has stumbled and 
may fall unless rolling an immediate Strength check. 
Failure means the hero has fallen on the steps and takes 
Id6 points of damage and must roll immediately on 
the Pristine Tower Mutation Chart. For the second 
and third sets of stairs, fatigue begins to set in. The 
second set of stairs is a straight Dexterity check (Strength 
check at -2), and the third is Dexterity at -2 (Strength 
check at -4). An optional rule for the DM here is that 
heroes standing behind stumbling characters must make 
an immediate Dexterity check or stumble themselves. 

There are two chambers in addition to the Steeple of 
Crystals, where Dregoth is casting his spell. One chamber 
consists of a limestone pool of water, while the other is a 
room consisting of nothing but onyx. Afterwards, the next 
stop is the Steeple of Crystals and the Dread King. During 
the day, the interior of the Pristine Tower is illuminated 
normally, while during the night the heroes must have 
their own light source. While inside, no character casts a 
shadow with the tower's illumination. Shadows occur only 
with light from sources supplied by the heroes. 


Limestone Pool 


This is the first chamber on the way up. Once the heroes 
have reached the archway entrance, read the following: 


Your weary legs rejoice as the staircase comes to an 
end, for now, at an ivory archway leading into a circular 
chamber. The walls of the chamber are high enough for 
a halfgiant to stand to full height, with room to spare. 
Beyond the entrance, an immense pool of shimmering blue 


water fills the room, with a path of limestone encircling 
it A walkway made from a rosy shade of the stone cuts 
through the water, where a tower of white onyx stands. 

The pool’s bottom is lined with the grass-like blades of 
some underwater plant and you see that the white onyx 
tower at its centre is a replica of the Pristine Tower, rising 
more than a hundred feet above the water. The towers 
peak is formed of red crystal, glowing with a blushing ruby 
radiance similar to that of the crimson sun. 


The water in this pool is foul and brackish, and anyone 
drinking it immediately becomes ill and must spit it 
back out. Even spells such as purify water do nothing 
to cleanse the water in this pool. Closer inspection of 
the pool revels that the entire basin is covered in the 
underwater plant life, its weaving, gnarled roots resembling 
the knotted branches of bogo trees. 

The replica of the Pristine Tower is precise, appearing 
as if the tower were viewed from just beyond the bogo 
forest. Should a character walk along the rosy limestone 
path and place their hands upon the white onyx of the 
replica, they can see any location inside the tower, the 
blossom field, or the bogo forest. Any hero who leaves 
the path and walks out into the pool crushes the plant 
roots beneath their feet. If the shadow giants are present, 
they'll be extremely upset at this and attempt to prevent 
anyone from killing the harmless flora - even going so far 
as to attack characters stepping in the water. For those 
characters who use the limestone path to reach the replica 
without stepping in the water, read the following when 
they touch the white onyx of the replica tower: 


Touching the white wall of the replica Pristine Tower, 
you are suddenly dazzled by hundreds of scintillating 
colours. As your vision clears, you see you're no longer in 
the tower, but hovering outside of it. Its then you realise 
youre no seeing through your eyes, but are magically 
visualising the area outside the tower. After a moment 
you also realise you can tune in any portion of the land 
influenced by the Pristine Tower - including the Steeple 
of Crystals at its peak. 


Should the heroes decide to use the replica to see into 
the Steeple of Crystals, continue with the following: 
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Following the outside of the tower upward, your 
perception enters the spires crystal peak and your senses 
are immediately assaulted by an assortment of colour 
and light - at the centre of which stands Dregoth, the 
Undead Dragon King. The sight of the Dread Lord is 
overwhelming at first but, after a moment of composure, 
you observe more of the ritual he’s performing. Tangible 
threads of magic swirl through the air around him, wrapping 
themselves around his undead form then dissipating in a 
shower of sparks. Several items are arranged on the floor 
around the Champion of Rajaat, though theyre difficult 
to discern due to Dregoth’s bulk. 

Suddenly the Dread Lord ceases his magical pleating 
and stares directly at you. In a deep voice that chills your 
blood he waves his hand and bellows, “Begone gnat!” 
You then feel yourself being viciously thrust back into 
your body, and after a moment youre once again in the 
chamber of the limestone pool. 


The use of the replica to spy on Dregoth has two effects. 
The first is that it lets the heroes know about the material 
components of Dregoth’s spell. These items are invisible 
to the naked eye, but can be seen through the use of 
the replica (see below). The second, and more regretful 
outcome is that Dregoth now knows the heroes are in the 
Pristine Tower. Only the magic in the replica could have 
pierced the towers wards and allowed someone to view 
Dregoth’s actions. If the two shadow giants are with the 
heroes, they tell the heroes of the replica’s powers, but also 
warn them that Dregoth may be able to detect any scrying 
used in the Steeple of Crystals. This is the chance they'll 
have to take for the information gathered. 

There is no apparent way out of this chamber going up. 
The rose-coloured limestone path is the first clue for the 
heroes, and the second is the absence of shadow. If the 
heroes take an artificial light source and shine it so the 
replica casts a shadow on the outer wall of the chamber, a 
doorway appears at that spot in the outer wall leading up. 
This passage out of the limestone chamber remains open 
for one minute after the light is taken away, before again 
closing. If the shadow giants are present They'll impart 
this information on how to exit the limestone chamber to 
the heroes. 


Onyx Chamber 


Once the heroes discover the way out of the pool chamber, 
they must again ascend numerable amounts of stairs (see 
above for ability checks required while climbing) before 
reaching a second circular room. Once there, read or 
paraphrase the following: 


After struggling past the second flight of stairs, a second 
chamber comes into view. Unlike the previous room the 
floors, walls, and ceiling of this room are covered in dark 
onyx. Though the walls appear pitch black, the room 
is lit by some mysterious light, the source of which you 
cannot discern. Hidden against the ebony background 
of the far wall rest several obsidian orbs, and a closer 
inspection reveals small wisps of blue moving across the 
surface of the wall, as if it were alive. Like the limestone 
pool chamber, there is no apparent exit out of this room. 


Unlike the porous stones of the outside of the tower, the 
onyx in this chamber is as hard as diamonds and, for the 
purpose of the adventure, is unbreakable. The small orbs 
are eggs, crucibles the shadow giants use to incubate their 
young. The giants relate as much if they're present and 
immediately attack, should any aggressive actions be taken 
against them. If later removed from the Pristine Tower, 
these obsidian eggs become brittle and shatter within a 
matter of days. 

Where light is needed to exit the previous chamber, 
darkness is required to proceed from here to the Steeple 
of Crystals. A character must be completely encompassed 
in darkness to pass through the onyx and emerge on the 
stairs to the Steeple of Crystals. 

There are a few ways for the player characters to 
accomplish this feat, the simplest of them being through 
the aid of the shadow giants. The giants can envelop the 
characters in darkness and allowing them to pass through 
by covering them with a portion of the Black. This method 
is not without its drawbacks, as each character temporarily 
loses Id4 points of Strength in the process. Lost points 
return at a rate of one per turn. This is the only way the 
shadow giants know of to get through the onyx (that they 
reveal to the heroes). 
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Another way to pierce the onyx barrier is by the 
creative use of spells to remove all light from a character's 
form. Spells that would get the heroes through include 
darkness, darkness 15’ radius, and shadow shroud. Powers 
such as teleport and etherealness do not function, as the 
character's physical form still reflects light. Even invisibility 
does not work, because light is still interacting with the 
characters body, even if its only to pass through it. Only 
complete darkness allows them to pass through the barrier. 

The onyx can be pierced at any point along the walls 
of the room. Once through, all characters appear on the 
last flight of steps in the Pristine Tower - those leading 
to the Steeple of Crystals. 


Important Note: None of the special powers of the 
artifacts found in Chapter Three allow the heroes to 
automatically pass through either chamber on their way to 
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the Steeple of Crystals. The powers of the Pristine Tower 
are neither magical nor psionic and the protection powers 


of the Star of Badna and the Pearl of the Sunrise Sea 


have no affect against its unique abilities. 


The Seventh Stage 


With the heroes approaching the conclusion of the 
adventure, time becomes precious. As they ascend the 
stairs of the Pristine Tower Dregoth nears the completion 
of the godhood spell’s seventh stage. If the heroes take 
significant time in reaching the Steeple of Crystals, the 
Dread Lord has time enough to complete the seventh 
stage of the spell. If their ascent is rapid, then they'll arrive 
before he completes that stage. 

The drawback of allowing Dregoth to complete the 
seventh stage is that all priest characters would have to 
make a saving throw versus spells with a -6 penalty or lose 
consciousness for Id4 turns. This would likely eliminate 
affected heroes from the final battle, not to mention the 
possibility of being left behind should the party have to 
flee from Dregoth's wrath afterwards. 

The final decision as to whether or not the heroes make 
it to the Steeple of Crystals in time is up to the DM. 
Factors to consider here are whether or not they have 
enlisted the aid of the shadow giants (who know all the 
tower's secrets), take time out to rest along the way, or take 
too much time or cannot figure out how to pass through 
the first two chambers Gf not aided by the shadow giants). 
In the end, the simplest way to determine if the stage is 
cast or not is to say yes if the heroes are not aided by the 
shadow giants, and no if they are. 


Confrontation 
In this final confrontation with the Undead Dragon King, 


the heroes must use not only the power of the artifacts at 
their disposal, but all of their skills and wits if they wish 
to survive. Depending on the circumstances leading up to 
the heroes ascent of the Pristine Tower, theyll arrive at 
the Steeple of Crystals either before or after the seventh 
stage of the godhood spell. Hence, there are two scenarios 
below to deal with each of these possibilities. 
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Once the initial contact between the heroes and Dregoth 
is established, the sections titled The Key to Victory and 
The Final Battle detail the best way for the heroes to 
win the battle by disrupting his spell - not to mention 
escaping with their lives. For extremely resourceful heroes, 
there is also a way of reversing the spell and resetting the 
elemental and astral conduits to their original positions - 
though the end result is likely to make Dregoth extremely 
unhappy. 

The last thing to take into account concerning their 
encounter with the Dread King is whether or not he 
knows the heroes are in the Pristine Tower. Since he has 
been extremely absorbed with the casting of the godhood 
spell, the only way for him to know about the heroes’ 
presence is if they used the tower replica in the limestone 
pool chamber to spy on him. If this occurred, Dregoth 
places a prismatic wall over the entrance to the Steeple 
of Crystals in order to keep them out so he can finish his 
spell. In this case, the Star of Badna becomes extremely 
important. The artifact can either allow the possessor to 
pass right through the wall or negate one of the wall’s 
colours per round. Using the latter method, it is likely 
(DM's decision on the total time factor) Dregoth would 
have finished the seventh stage and can turn his attention 
to the heroes before completing the spell. 

Should Dregoth successfully complete the seventh stage 
of the godhood spell before they get there, the heroes are 
likely to be in serious trouble. As with any stage of the 
powerful spell, Dregoth can “take a break” in-between 
each of them before moving on. The time between stages 
becomes shorter with each stage of the spell, and the time 
between the seventh and eighth stages is a maximum of 
three turns. If the Dread Lord has completed the spell 
and is aware of their presence, this is ample time for him 
to dispose of the heroes once they reach the Steeple of 
Crystals. 


The Key to Victory 


There are two ways to defeat Dregoth - disrupt his spell 
or kill him. Since the former is infinitely easier than the 
later, it is much easier for the heroes to disrupt the spell 
than to possibly die in mortal combat against a sorcerer- 


king. 
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For the purposes of the adventure, Dregoth does not 
die. If he is reduced to less than 25 hit points, a pre- 
set contingency spell returns him to his palace in New 
Giustenal and the godhood spell is successfully thwarted. 
This, however, is doing it the hard way. 

The easiest way to defeat Dregoth is to simply disrupt 
his spell - then get away before he takes his anger out 
on those who thwarted him. Though its the easiest way 
to complete the adventure, its not as simple as that. 
Attacking or otherwise distracting the Dread King is not 
enough to disrupt the godhood spell. Though it does cost 
him time and energy to pause in the middle of the spell, 
Dregoth can do so without affecting its completion for up 
to one turn at a time. To truly interfere with the spell, 
the components must be reversed, causing the planar 
conduits to return to their original locations. Once this 
switch is set in motion, it cannot be reversed and the spell 
is then neutralised. The other possibility is to take one 
of the components and run with it, separating it from the 
area of casting for up to one turn (Dregoth’s maximum 
pause time). 

The problem with reversing the components of the 
godhood spell is that they're invisible to the naked eye. 
Only Dregoth or heroes who are within five feet of the 
components can actually see them, as they hover between 
the Astral and Ethereal Planes. There are only a few 
ways to discover the existence of spell components: using 
the Pristine Tower replica or by the spell true seeing (or 
magical items that duplicate its affect). Once detected, it 
is up to the heroes to figure out that this is a possible way 
to defeat the Dread King. 

There are only two components to the godhood spell, 
each placed at opposite ends of Dregoth’s casting circle. 


The first is a urn of god’s blood obtained from the Outer 
Planes by Dregoth during his travels. Which god and 
how he acquired the rare substance is unknown (and is 
left to the DM, if it becomes relevant). Outside of the 
godhood spell, the blood has no relevant purpose other 
than that created by the DM. One possible use is that 
common spell components immersed in the blood produce 
maximum effects for both wizard and priest spells. The 
urn has been sealed by Dregoth with a wizard lock at 
29th level and weighs 200 pounds. 
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The second component is the rarest of the two - a living 
vortex captured by the Dread King following the death of 
King Tectuktitlay. The living vortex allows a sorcerer-king 
to grant spells to his or her followers, and Dregoth needs 
to sacrifice one of the rare creatures to achieve divinity. 
At the conclusion of the spell, whether completed or 
not, the vortex is either destroyed or set free and cannot 
be captured or utilised by the heroes. The vortex is 
contained within a fourfootsquare cube constructed of 
pure obsidian that is hollow in the centre. This cage for 
the vortex is considered to have 200 hit points and weighs 
150 pounds. There is no way for the heroes to discern the 
cube’s contents by visual examination. 

At the conclusion of the spell, if successfully completed, 
both components burst open and their contents are 
consumed. If the spell is not properly completed, the 
vortex escapes on its own once the godhood spell is no 
longer being cast. 

The perfect scenario for defeating Dregoth would be for 
the heroes to sneak in while he’s busy with the seventh 
stage, quickly switch the two components (one round to 
do so before Dregoth notices), then quickly attempt to 
escape the Dread king’s wrath. 


The Final Battle 


The final showdown between the heroes and Dregoth 
takes place in the Steeple of Crystals of the Pristine 
Tower. It’s also important to note that, for some reason, 
Pristine Tower mutations do not occur in his chamber 
and, because he is undead, mutations do not occur for 


Dregoth. Once the heroes arrive (whether blocked by a 


prismatic wall or not), read or paraphrase the following: 


Reaching the crest of the next set of stairs, it appears 
as if youve arrived at your destination - the. Steeple of 
Crystals of the Pristine Tower. Through the archway, you 
see the entire chamber is one giant dome of white crystal. 
At the crest of the dome is a set of seven large gems 
- a ruby, an amethyst, an emerald, a sapphire, an opal, 
a diamond, and an aquamarine - arranged in a circle 
above a steel collar supported by six bars protruding from 
the inner walls directly below it. 
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The most imposing aspect of the chamber, however, is 
the figure of Dregoth, the Undead Dragon King, standing 
directly below the empty ring at his imposing full height of 
over thirty feet. Beams of light filtering through the seven 
gems come together high above forming a scintillating 
ray that passes through the empty circlet, bathing the 
Dread Lord directly beneath. The mystical chanting of 
the undead sorcerer-king can be heard from the chamber’s 
entrance, its eerie words sending a shiver down your spine. 
There is nothing else apparent in the chamber. 


The empty circlet is where the Dark Lens was placed 
when Rajaat created his Champions over 2,000 years 
ago, though now the artifact is buried in the lava of 
the Ring of Fire. For those who know how to utilise 
it, the light filtering through the gems of the Steeple 
of Crystals allows IOth-level spells to be cast with no 
material components and at half the normal casting time. 
While all remaining Champions of Rajaat understand 
exactly how to manipulate this energy, others would have 
to study it for nearly a decade before fully understanding 
how it works. None of the seven gems in this chamber 
can be removed by any means and, should someone try, 
the shadow giants do all they can to prevent it. 

As for Dregoth, the Undead Dragon King, the heroes 
are in for a battle, no matter what they ve accomplished 
so far. Make no mistake, the Dread King does whatever 
he can to mercilessly bring about the death of the heroes, 
should they interfere with his spell. If he has to pause in 
his casting of the godhood spell, Dregoth lets loose with 
his most powerful spells and powers first, such as prismatic 
wall Gf not already cast), meteor swarm, disintegrate, and 
his potent breath weapon. Any combat with the Dread 
Lord should be a savage fight to the death. 

The exact plan of attack for the Dread Lord is left 
to the DM, based on the circumstances thus far in the 
adventure. Dregoth recognises the three artifacts gathered 
by the heroes and acts accordingly afterwards (uses magic 
against the possessor of the Pearl, psionics against the 
Star of Badna, and brute force against the Scorcher - or 
similar tactics). Should the heroes drop the Dread Lord 
below 25 hit points, a pre-set contingency spell teleports 
him back to his palace in New Giustenal. 
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If the heroes are successful in their attempt to reverse 
the spell, but do not drive off Dregoth, they must either 
make a stand against the enraged sorcerer-king or flee. 
With the godhood spell either negated or reversed, spells 
and psionic powers such as teleport once again function, 
and the heroes can use these abilities to escape Dregoth’s 
wrath. Simply running from the Pristine Tower does the 
heroes little good, since it’s a trivial matter for Dregoth 
to pursue them. 
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Make по mistake: if they survive, the heroes have made 
a mortal enemy in the Ravager of Giants. If they thwart 
his efforts, other adventures from here on in involving 
these heroes should be treated as if they're always looking 
over their shoulders, for one day the Dread Lord will have 
his revenge. 


Conclusion 


The Dread Lord appeared suddenly in New Giustenal, 
to my surprise and the surprise of the few dray not 
gathered on the surface. He stood in the rushing waters 
of the Blackjaw River, towering far above nearby buildings 
to the awe of his subjects nearby, who, like myself had 
only heard stories about our Masters true godly form. 
It was then my sovereign screamed. A howl of anger 
that rocked the cavern of New Giustenal so greatly that 
more than a few buildings suffered measurable damage. 
As his cry began to subside, he took his tremendous fist 
and smashed the abandoned estate on Sharg Island into 
thousands of pieces in one mighty blow. 

While many of the faithful had fled to their homes, I 
stood before my lord with my head bowed. Should he 
wish to take my life in his anger, then so be it. There was 
silence for several moments - moments in which I dared 
not raise my head for fear I would lose my nerve at what 
I thought was my impeding death. It was then I heard 
my lord speak in a deep, sombre tone I had never before 
heard, a manner that lacked fulfilment and purpose. 

“Go to the surface and tell Mon Adderath and 
Absalom the Coruscation is over. All dray are to return 
to New Giustenal. Go... ” 

My lord then began walking towards his palace, though 
I did not watch him finish his journey. There was much 
for me to do. 


—Venagi, Acolyte of Dregoth 


Dregoth Thwarted 


There are several different possible endings for this 
adventure, the most viable being that Dregoth’s spell is 
impeded and the heroes (or at least some of them) survive 
to collect the reward of the sorcerer-kings. Another ending 
could involve completion of the godhood spell and its 
possible consequences to Athas. The final decision on 
the outcome of Dregoth Ascending and the effect it has 
on the world is left to the DM. It is encouraged that the 
loss of priestly magic not become a permanent aspect of 
Athas, but possibly dealing with such an outcome could 
be the focus of another adventure that requires brave 
| heroes to venture forth. 


Rewards & Treachery 


The most favourable ending for Dregoth Ascending is 
that the heroes are successful in their mission, escape the 
wrath of the Dread Lord (at least temporarily), and return 
to Nibenay to collect their reward from the sorcerer-kings. 
The heroes may decide they can kill the three Champions 
with the artifacts. Unfortunately, they sorcerer-kings have 
taken this into account and are more than prepared 
for any treachery. Protective spells, templar and defiler 
hirelings, and other precautions are set in motion as 
soon as the heroes enter Nibenay to collect their reward. 


Should this occur, the DM would have access to an 
unlimited amount of NPCs of 5th to I5th level to defend 
the sorcerer-kings and recover the artifacts. 

The heroes may decide not to return to Nibenay and 
keep the artifacts as their reward. In this case, the same 
NPCs would track down the items and take them from 
the heroes bodies. Crossing the sorcererkings bears a 
heavy price. Should it come to blows, stats for the three 
sorcerer-kings can be found in Beyond the Prism Pentad. 

In the case of destroying the cursed Star of Badna or 
returning the Pearl of the Sunrise Sea to the templars of 
Andropinis, the sorcerer-kings take no overt actions against 
the heroes, as they would likely have done the same things 
themselves. This leaves the question of the Scorcher, if 
the heroes possess it. If they take it as a reward, that's 
their only compensation. Otherwise, it must be returned 
to the Shadow-King. All other rewards for a successful 
adventure are presented in Chapter Two: Summons of 
the Sorcerer-Kings. For the most part, the three sorcerer- 
kings live up to their end of the deal, though they refuse 
to give up one ceramic bit more than earlier promised. 


Should Dregoth’s 


each hero involved receives 20,000 experience points 


spell never reach completion, 
in addition to any experience gained throughout the 
adventure. This total is for heroes who have survived 
the entire adventure and does not include treasure or 
monsters killed. Characters entering the scenario after 
(or quitting once its begun) later on receive an average 


of 4,000 experience per chapter of the adventure they've 


completed. The heroes do not receive experience for any 


rewards they garnish from the sorcerer-kings. 


Conclusion 


Dregoth Triumphant 


Proving that Athas is a cruel, harsh world, it’s quite 
possible Dregoth will emerge triumphant in his casting of 
the godhood spell, regardless of whether it actually works 
or not. In this case, the heroes either never made it to 
the Pristine Tower, or were slain in the attempt. Should 
the completion of the godhood spell actually occur, there 
are several possible outcomes that can affect the future of 


Athas and the Dark Sun campaign. 


Victorious Defeat 
As stated from the beginning, the godhood spell cannot 


achieve Dregoth’s goal in accordance with the rules of 
the multiverse. However, allowing Dregoth to complete 
the spell, simply to have it fail with no effect, is extremely 
anti-climatic. Should the spell actually occur despite the 
party's best efforts, there are several options for the DM 
to consider as to what really happens. The following 
examples, for the most part, represent adventures that 
may occur for the heroes following the completion of this 
adventure. 


Loss of Spells: The godhood spell falls short of Dregoth's 
expectations and the elemental conduits remain in a state 
of flux, unable to reattach to Athass Prime Material 
Plane. As a result, the loss of priest spells (at whatever 
stage of the spell was completed last) remains in effect, 
even though the spell was never completed. Once again 
supplied with information and aid from the three sorcerer- 
kings, the heroes would have to travel to the Inner and 
Outer Planes in an effort to restore the conduits to their 
original positions. Only this would restore priestly magic 
to its former self. 


Natural Disaster: The force of returning the elemental 
conduits to their original positions on the Ethereal and 
Astral Planes causes repercussions on Athas. Such 
occurrences may include another great earthquake, severe 
Tyr storms that last more than a few minutes and cause 
great amounts of damage, or an immense sandstorm that 
would be detrimental to structures and living creatures. 
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Planar Creatures: In the moments when the conduits 
are transversed, several creatures from another plane 
find their way to Athas. This gate would only be open 
temporarily, and the invaders would have no way to return 
to their home plane. Such creatures could be elementals, 
baatezu, tanarri, or other fiends from the PLANESCAPE 
setting, The number and type of beasts would be left to 
the DM. 


Ascension: Though it would severely change the nature 
of the Dark Sun campaign, a DM may choose to have 
Dregoth become a god at the successful conclusion of 
the godhood spell. In. this case, only templars of the 
Dread Lord would be able to cast priestly spells of any 
kind across the face of Athas. Templars of the remaining 
sorcerer-kings would lose their powers (switching to a 
warrior or wizard class), and druids and elemental priests 
would be powerless as well. However, now that a spiritual 
conduit was anchored to Athas, other gods of the Outer 
Planes may take notice of the scorched world and seek 
out followers. This consequence would then restore a 
good/neutral/evil balance to a world monopolised by an 
evil deity. 

Another twist on this possible ending is that the 
godhood spell allows the Dread Lord to do the one thing 
that eludes him in undeath - achieve 30th level and 
complete his draconic transformation. This would increase 
his various powers, size, and other abilities as described in 
Dark Sun Campaign Options, making him the greatest 
villain on the face of Athas. 
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Appendix Two: 
Timeline of Athas 


The Blue Age 


Ist World’s Age 
Year of Ral’s Fury (F.Y. -14,578) 


Creation of the King’s Age calendar by the nature-masters 
based on the rotation of Athas’ two moons. Originally 
titled “World’s Age”. Original calendar uses “Ocean” 
instead of “Silt” and “Island” instead of “Desert”. 


4th World’s Age 
Year of Ocean’s Slumber (F.Y. -14,295) 


Discovery of the nature-benders, corrupt nature-masters 
who experiment with life in immoral ways. 


Year of King’s Slumber (F.Y. -14,274) 


First appearance of elemental clerics on Athas. 


Year of Enemy’s Reverence (F.Y. -14,272) 


Evil elemental clerics form an alliance with the nature- 


benders . 


7th World’s Age 
Year of Island’s Agitation (F.Y. -14,103) 


There is war between the nature-masters and the nature- 
benders, which continues until Ral’s Vengeance of this 
age. In the end, the nature-benders are defeated, along 
with their cleric allies. 


8th World’s Age | 
Year of Ral’s Defiance (F.Y. -14,028) 


The nature-masters of Тугаві attempt to expand the life- 

force of the ocean and accidentally create the phenomenon 

known as the Brown Tide, which brings about the end 
of the Blue Age. 


Year of Friend's Reverence (F.Y. -14,027) 


Surviving nature-masters create the Pristine Tower to 
destroy the Brown Tide. This action changes the sun 


from blue to yellow, destroying the halfling civilization 
and bringing about The Rebirth. 


The Rebirth 


Year of Island’s Agitation (F.Y. -14,026) 


The new races of The Rebirth - humans, gnomes, dwarves, 
elves, and others - appear across the face of Athas. Great 
cities such as Tyr, Bodach, and Giustenal are founded to 
house the new races. Last use of “Island” and “Ocean” 


on the World’s Age Calendar. Beginning of the Green 
Age. 


The Green Age 


Year of King’s Slumber (F.Y. -13,966) 


Ruler of the rhul-thaun, High Lord Rhan Thes-onel, 
leaves the Jagged Cliffs to locate any rhulisti remaining 
on Athas. He never returns. 


Year of Guthay’s Agitation (F.Y. -13,963) 


First use of psionic powers by the races of The Rebirth. 


9th King's Age 
Year of Ral’s Fury (F.Y. -13,962) 
“World’s Age” changed to King’s Age by the rules of 


various cities. Dates remain the same. 


Year of Ral’s Vengeance (F.Y. -13,918) 


First reported sighting of the Messenger by a Tyrian 
astronomer. The comet appears every 45 years until the 
190th Kings Age/Enemy’s Slumber, when the cycle is 


mysteriously broken. 


IIth King's Age 
Year of Enemy's Fury (F.Y. -13,766) 
Birth of Rajaat the War-Bringer. 


55th King’s Age 
Year of Ral’s Reverence (F.Y. -10,387) 


The thri-kreen of Athas, a previously thought unintelligent 
race, migrate from the Crimson Savannah to the Tyr 
Region. Though short-lived and alien in appearance, the 
thri-kreen possesses great wisdom and insight. The current 
king of Tyr welcomes them with open arms. They give no 
reason for the migration. 


66th King's Age 
Year of Wind's Defiance (F.Y. -9,569) 


Mareet, ruler of Saragar, is visited by a time-traveller from 
the future. He tells the king of an impending doom to 
Athas before disappearing. Obsessed with the warning, 
Mareet orders his most powerful psionicists to breach the 
time stream and determine the nature of the warning, 
They are later joined by a third psionicist. 


Year of Desert’s Slumber (F.Y. -9,549) 


The psionicists breach the time barrier and learn of the 
impending Cleansing Wars, Rajaat, and defiling magic. 
Mareet wants to warn all of Athas, but the psionicists 
disagree and take control of their leader. The three use 
their formidable powers to shield Saragar from the rest of 


the world. The Mind Lords are born. 


78th King’s Age 
Year of Friend’s Slumber (F.Y. -8.604) 


Current ruler of Urik persecutes the kreen and orders the 
death of all their kind in the city. Many thri-kreen across 
the land leave the cities to live in the wild. Migration of 
thri-kreen from the west comes to a halt. 
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8Ist King’s Age 
Year of Silt’s Agitation (F.Y. -8,377) 
Rajaat arrives at the base of the Jagged Cliffs, where he 


conducts experiments with the powers of life for the next 


200 years. 


84th King’s Age 
Year of King’s Defiance (F.Y. -8,167) 


After nearly two centuries of experiments, Rajaat discovers 
the basics of magic, but is nearly killed in the process. 
After recovering, he leaves the Jagged Cliffs and travels 
to the Pristine Tower to refine the magic process, creating 


defiling and preserving magic. The Time of Magic begins. 


The Time of Magic 


87th King’s Age 
Year of Ral’s Slumber (F.Y. -7,890) 
An unknown disaster befalls the city of Celik, which casts 


it into ruins. Survivors blame the ordeal on the reckless 
use of psionics. 


123га King's Age 


Year of Wind's Fury (F.Y. -5,114) 
The feral halfling scout Too’ lane discovers the Last Tree 


atop a mountain in the Forest Ridge. This ancient living 
artifact’s location is kept secret by the halflings. 


125th King’s Age 
Year of Guthay's Reverence (F.Y. -4,976) 


After three aeons of study, Rajaat emerges from the 
Pristine Tower to teach magic to the Rebirth races. He 
teaches preserving magic openly, and defiling magic in 
secret to those of “questionable” character. 


For the next 1,500 years, Rajaat studies how magic 
interacts with the Rebirth races, and decides that humans 
have the most potential of all to suit his needs. 


134th King’s Age 
Year of King’s Agitation (F.Y. -4,275) 


Rajaat begins a jihad against the preservers of Athas for 
the next thousand years. Preservers across the land go into 
hiding while fighting a losing battle against the followers 
of Rajaat. 


144th King’s Age 
Year of Priests Contemplation (F.Y. -3,531) 


Rajaat sends all but a few of his students away. Using 
the power of the Pristine Tower and the mysterious Dark 
Lens, Rajaat creates his Champions. The sun turns from 
yellow to red. Each Champion is ordered to eliminate one 
specific race from the face of Athas in an effort to bring 
about the return of the Blue Age. 

The Cleansing Wars begin. 


The Cleansing Wars 


147th King’s Age 
Year of King’s Slumber (F.Y. -3,263) 


Sacha of Arala, Ist Champion of Rajaat, eliminates the 
last of the kobolds from the face of Athas. 


155th King’s Age 


Year of Ral’s Defiance (F.Y. -2,709) 


Daskinor Goblin Death, I4th Champion of Rajaat, 
exterminates the last goblin from the face of Athas. 


Year of Ral’s Slumber (F.Y. -2,654) 


Wyan of Bodach, 12th Champion of Rajaat, obliterates 
the last pixie from the land. 
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156th King's Age 


Year of Friend's Contemplation (F.Y. -2,642) 


Uyness of Waverly (later known as Abalach-Re), 5th 
Champion of Rajaat, slaughters the last of the orcs from 


the face of Athas. 


160th King’s Age 


Year of Guthay's Defiance (F.Y. -2,303) 


Kalak, 2nd Champion of Rajaat, kills the last of the ogres 
of Athas. 


Year of Ral’s Reverence (F.Y. -2,302) 
Gallard (later known as Nibenay), 6th Champion of 


Rajaat, massacres the last of Athas’ gnomes. Keltis, Lizard 
Man Executioner arrives at Saragar, despite the powers of 
the Mind Lords. 

The Mind Lords’ cleverness hides the entire population 
of lizard men from the Champion, and he soon leaves 


the Last Sea. 


Year of Desert's Reverence (F.Y. -2,267) 
The First Sorcerer orders the defiler Qwith to explore 


the workings of the Inner Planes as a possible means of 
power. She begins experimentation, delving deeply into 
unexplored reaches of these planes. 


Year of Wind’s Fury (F.Y. -2,265) 


The great cities of Ebe, Waverly, and Arala are swallowed 
by the expanding Silt Sea, though later it recedes from 
Waverly. The nearby city of Bodach is spared, but 


becomes surrounded by silt. 


Year of Mountain's Vengeance (F.Y. -2,263) 
The warlord Irikos, the left hand of Rajaat, sacks the city 
of Bodach - but is killed at the conclusion of the battle. 
His sword (a creation of Rajaat’s), the Silencer, is lost for 
2,000 years. 
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I6Ist King's Age 
Year of Ral’s Fury (F.Y. -2,258) 


Infuriated at her lack of progress, Rajaat turns research of 
the Inner Planes over to Qwith’s subordinates. Shortly after, 
an accident of unknown origins opens a gate to the Inner 
Planes, and obsidian flows across the land for hundreds 
of miles in each direction until the gate is closed by the 
Seventh Tree. Thousands die in the disaster. Those killed 
by obsidian rise as undead through a mysterious power 
from the Inner Planes. Rajaat’s servants arise as the rulers 
of this land, becoming powerful thinking undead wizards 
and psionicists. The Dead Lands are born. 


Year of Silt’s Agitation (F.Y. -2,217) 


All life across the obsidian plain is obliterated except 
for the Seventh Tree, which becomes immune to defiling 
magic. Soon after, the undead defiler Gretch discovers 
necromantic magic to replace the loss of defiling magic. 
Necromancer magic is born. 


I62nd King’s Age 


Year of Friend's Reverence (F.Y. -2,169) 


Keltis (later known as Oronis), 10th Champion of Rajaat 
believes he exterminates the last of the lizard men. In 
reality, several tribes survive in the lands around Saragar, 


protected by the Mind Lords. 


Year of Wind’s Slumber (F.Y. -2,122) 


Tectuktitlay, 9th Champion of Rajaat, destroys the last 
wemics on Athas. 


163га King's Age 


Year of King’s Vengeance (F.Y. -2,053) 


Myron of Yorum is replaced as Troll Scorcher by Manu 
of Deche, who later becomes known as Hamanu of Urik. 
Manu is given the sword the Scorcher, created by Rajaat, 
to complete his task. 
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164th King's Age 


Year of Friend's Contemplation (F.Y. -2,026) 


Hamanu, replaced 4th Champion of Rajaat, kills 
Windreaver, the last troll of Athas and king of his people. 


Year of Desert's Vengeance (F.Y. -2,025) 


Rkard, last dwarven king of Kemalok, is slain by Borys 
of Ebe. Borys is gravely injured and his attendants spirit 
him from the battlefield, leaving his sword, the Scourge, 
buried in Rkard’s chest. Before he can retrieve the sword, 
Hamanu tells Borys of Rajaat's true plans for Athas. 
Learning that Rajaat intends to wipe out all races except 
the halflings, Borys leads the Champions in a rebellion 
against their master - from which they emerge victorious. 
Rajaats halfling servants are banished to the Black as 
punishment for siding with the War-Bringer. 

Despite their power, the Champions cannot destroy 
Rajaats mortal remains, so Gallard separates Rajaat’s 
essence from his body, placing each in a separate location. 
Aided by the power of the Dark Lens, Gallard creates the 
Hollow, where he places Rajaats essence. Gallard then 
creates a cyst of enchanted stone called the Black Sphere 
in which he places Rajaat's substance. He hides the Black 
Sphere in a place known only to him and Borys of Ebe. 

Sacha and Wyan, who remained loyal to their master, 
attempt to breach the cyst before it is hidden. Their plan 
is discovered and they are beheaded by Borys. With the 
Dark Lens, Borys rewards the remaining Champions by 
beginning their transformations into sorcerer-kings. This 
links each of them to living vortices, which allows them 
to grant their followers clerical spells. The Champions 
realize that Rajaat’s prison will not hold. Even segmented, 
Rajaat’s power is supreme and he would one day be free. 

Hence, the Champions again use the Dark Lens to 
transform Borys into the Dragon, whose power would 
keep Rajaat imprisoned for all time. Borys’ transformation 
causes him to become temporarily insane, beginning a 
century of rampages across the land. In the confusion, two 
dwarven knights named Jo'orsh and Sa'ram steal the Dark 
Lens. The remaining sorcererkings each claim a city of 


Athas and barricade it from the rampaging Dragon. 


The Age of 


the Sorcerer-Kings 


Year of Friend's Fury (F.Y. -1,971) 


Led by Abalach-Re of Raam, the sorcerer-kings storm 
Giustenal and kill Dregoth, Ravager of Giants just before 
he is to become a 30th-level Dragon. The battle destroys 
the city, the land, and most of its population. Afterwards, 
Hamanu throws the Scorcher into the Silt Sea. With 
the aid of his high templar Mon Adderath, Dregoth is 
returned to life as an undead dragon king. The surviving 
populace is gathered soon after, and construction of New 
Giustenal begins. 


165th King’s Age 
Year of Wind’s Defiance (F.Y. -1,946) 


Borys emerges from his insanity and learns Rajaat’s prison 
is on the verge of collapse. Soon after, he collects a levy 
of 1,000 slaves from each sorcerer-king, using their life 
force to reseal the First Sorcerer's prison on a yearly basis. 


167th King’s Age 
Year of Ral’s Agitation (F.Y. -1,741) 


In an attempt to increase her power, Sielba, Queen of 
Yaramuke, attacks Urik. Hamanu easily defeats her army 
and personally slays the sorcerer-queen. On the heels of 
victory, Urik’s army sacks Yaramuke and burns the city 
to the ground. To appease the Dragon’s wrath for killing 
a sorcerer-queen, Hamanu presents Borys with a levy of 
Yaramuke's riches - which pleases the beast and spares 


Urik. 


Year of Silts Defiance (F.Y. -1721) 


Borys uses the booty gained from Yaramuke to build Ur 
Draxa, which becomes the greatest city on all of Athas. 
At the centre of the city, Borys places the Black Sphere 
for him and his city to protect. 
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Year of Enemy’s Reverence (F.Y. -1,721) 


The sorcerer-kings call for a jihad against the druids of 
Athas. For the next three centuries, the blood of druids 
across the land stains the sands red in what will be known 
as the Eradication. 


168th King’s Age 


Year of Desert's Fury (F.Y. -1,684) 
After years of study, Dregoth finally deciphers halfling 


records found in the caverns beneath Giustenal. The end 
result is the creation of the first generation dray, which 
Dregoth deems a failure and banishes to Kragmorta. 


Year of Friend’s Defiance (F.Y. -1,652) 


The thri-kreen prophet Ka’Cha begins the first of several 
journeys across the Tablelands to spread the word of 
peace and enlightenment to the thri-kreen, as well as 
other races. 


Year of Guthay’s Agitation (F.Y. -1,643) 


After several more failures, Dregoth succeeds in his 
experiments and the second generation of dray is created 
in his own image. 


170th King's Age 
Year of Guthay’s Slumber (F.Y. -1,555) 


Dregoth, Ravager of Giants, discovers the planar gate. 
After a decade of research, he uses the device to leave 
Athas and travel the Outer Planes of existence for the 
next fifteen centuries. 


Year of Wind’s Slumber (F.Y. -1,506) 
After being nearly wiped from the face of Athas, the 


remaining druids of the land go into hiding for the next 
1,000 years to a secret location in the Forest Ridge. 
There, they recover from the Eradication and decide how 
to survive in the changed world. 
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I7Ist King’s Age 


Year of Silt’s Reverence (F.Y. -1,469) 


Daskinor Goblin Death slips into insanity following this 
year's levy, and builds an army to slay the Dragon upon 
his return the following year. Borys learns of his plot and, 
not needing the levy to maintain Rajaat’s prison, never 
returns. Keltis, Lizard Man Executioner, has an attack of 
conscience and denounces being a sorcerer-king. Over the 
ensuing centuries, he strives to become something nobler. 
Because of the actions of nearby Daskinor, Borys never 
returns to Kurn and both cities become isolated from the 


rest of Athas. 


174th King’s Age 
Year of King’s Contemplation (F.Y. -1,228) 


In an effort to increase his power, Kalid-Ma attempts to 
further his dragon metamorphosis to a power near that of 
Borys of Ebe. The attempt is successful, but his mind is 
destroyed in the process. The dragon that was Kalid-Ma 
destroys his city of Kalidnay and begins to move into 
the rest of the Tyr region. The creature is later slain by 
the combined efforts of Borys of Ebe, Kalak of Tyr, and 
Hamanu of Urik. With the loss of Kalidnay, the levy to 
keep Rajaat imprisoned becomes a firm 1,000 slaves from 
the seven remaining sorcerer-kings. 


177th King's Age 


Year of Guthay’s Reverence (F.Y. -972) 
A powerful Druid named Tehnik creates the four artifacts 


known as the Hearts of the Drake, and dies in the process. 


179th King's Age 
Year of Silt’s Defiance (F.Y. -798) 


Tarandas of Raam, a powerful psionicist and teacher 
throughout the Tyr Region, disappears without a trace. 
Her students insist she has ventured beyond her mastery 
of the Way into realms unseen by lesser beings. 
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I83rd King's Age 
Year of Guthay's Fury (F.Y. -543) 


With the aid of a wizard named Besteren, Keltis 
(now calling himself Oronis) develops the preserver 
metamorphosis spell to counter Rajaat's vile magic. The 
spell nearly kills him, but in the end Oronis emerges as 
Athas’ first avangion. 


184th King’s Age 
Year of King’s Fury (F.Y. -480) 


Oronis gives the preserver metamorphosis spell to a 
preserver/psionicist named Nerad, who becomes Athas’ 
second avangion. 


Year of Wind’s Fury (F.Y. -417) 


After revealing himself to the Veiled Alliance of Tyr, 
Nerad is discovered by King Кајак - who in turn 
contacts the Dragon. Borys later kills Nerad south of 
Tyr. In his grief, Oronis hides all copies of the preserver 
metamorphosis spell. 


187th King’s Age 
Year of Ral’s Vengeance (F.Y. -212) 


The Silencer is uncovered by an elf named Rimmon 
in the ruins of Bodach, who uses its power to lead her 
bandit tribe against the city-state of Balic. She is easily 
defeated by Andropinis, however, and the Silencer is 
again lost. 


189th King’s Age 
Year of Mountain’s Slumber (F.Y. -85) 


The mysterious artifact known as the Obsidian Man is 
discovered in the mines of Urik. After Hamanu returns 
the artifact to Urik, the sinister device activates and nearly 
kills the sorcerer-king before he learns to control it with 
the golden circlet. 


Year of King's Defiance (F.Y. -84) 


An unnamed psionicist discovers the presence of the 
psurlons, a powerful psionic race of worm-like creatures, 
on the Astral Plane. With their own world destroyed 
millennia before, a few psurlons migrate to Athas, where 
the psionic nature of the world makes the creatures potent 
enemies. 


Year of Enemy’s Agitation (F.Y. -82) 


The Scorcher is recovered from the belly of a silt horror by 
an ex-gladiator named Vorr. Soon after, Vorr disappears 
in the Valley of Trevain. 


Year of King’s Agitation (F.Y. -40) 


Andropinis of Balic fails to come up with 1,000 slaves for 
the year's levy, presenting the Dragon with only 900. In 
his anger Borys levels a portion of the city and takes the 
remainder of the levy from among Andropinis’ templars. 
For the next several years, Andropinis carries out extensive 
slave raids across the southern Tablelands to rebuild his 
slave population so this can never happen again. 


190th King’s Age 
Year of Friend's Vengeance (F.Y. -2) 


A templar of Urik removes the golden circlet from the 
head of the Obsidian Man, which animates and kills him. 
The artifact is later traced through the streets of Urik, but 
disappears into the desert. 


Year of Desert’s Slumber (F.Y. -I) 


After years of investigation into the death of Nerad, a 
preserver/psionicist named Korgunard learns :of Oronis 
of Kurn. Though reluctant to have another death on 
his hands, Oronis teaches Korgunard the preserver 
metamorphosis spell - but does not allow him to retain 
a copy. 
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Decade of Heroism 


Year of Priest's Defiance (Free Year I) 


King Kalak of Tyr is slain by the Heartwood Spear through 
the combined efforts of Rikus, Agis, Neeva, Tithian, and 
Sadira. Tithian becomes the next king of Tyr and frees 
all slaves. Tyr adopts the Free Year calendar. 


Year of Wind’s Reverence (Free Year 2) 


Hamanu of Urik sends his army to capture the iron 
mines of Tyr from the upstart king. In response, Rikus 
forms the Crimson Legion and defeats the approaching 
army while wielding the Scourge of Rkard and the Belt 
of Kings. Afterwards, Rikus takes the Crimson Legion to 
sack Urik in search of the Book of Kemalok Kings, but 
is defeated by Hamanu himself. The Crimson Legion is 
destroyed, though a few survive. Rikus returns the Belt 
of Kings to Kled, but is told to keep the Scourge. King 
Andropinis pays an extra I,000 slaves to make up for 
Туг5 share of the levy. Aided by the Veiled Alliance of 
Urik, Korgunard becomes Athas’ third avangion. 


Year of Dragon’s Agitation (Free Year 3) 


In an effort to protect Tyr from the Dragon, Sadira seeks 
out the Pristine Tower and its ancient magic. In return for 
her pledge to slay Borys of Ebe, the shadow giants of the 
Pristine Tower transform her into the Sun Wizard, giving 
her power akin to that of a sorcerer-king. Avoiding Tyr, 
the Dragon attempts to take his levy from the dwarven 
city of Kled, but is driven off by Sadira and Rikus bearing 
his old sword, the Scourge. During the battle, Neeva gives 
birth to her mul son Rkard, named for the dwarven king 
who battled Borys 2,000 years ago. For the next several 
years, Tithian of Tyr secretly supplies the Dragon with a 
levy of 1,000 slaves captured from outlying villages. 


Year of Mountain’s Fury (Free Year 4) 


The ancient artifact the Psionatrix is activated by the 
Order, a powerful organization of psionic purists, nullifying 
psionics across the Tablelands and causing thri-kreen to 
be driven into an insane frenzy. The avangion Korgunard 


122 


дь. کټ‎ 


Appendix Two: Timeline of Athas 


is slain while trying to convince members of the Order to 
deactivate the Psionatrix. One of the members, a halfling 
named Pakk, consumes the avangion's remains. Deep 
within the recesses of the Dragon’s Crown, the Psionatrix 
is deactivated and several members of the Order are slain. 
The remains of the artifact mysteriously disappear. 


Year of Silts Vengeance (Free Year 6) 


Lead by Queen Trinth, the githyanki of the Astral Plane 
discover a way to safely breach the Gray and invade 
Athas from the Black Spine Mountains. The githyanki’s 
plans are foiled by a group of heroes who travel through 
the portal and kill the queen. With Trinth dead, the 


portal collapses. 


Year of Enemy’s Slumber (Free Year 7) 


The comet known as the Messenger fails to appear at the 
prescribed time, and many across the Tablelands take it 
as a sign of a forthcoming doom. 


Year of Ral’s Reverence (Free Year 9) 


Armed with information stolen from the dwarves of Kled, 
Tithian learns of the location of the hidden Dark Lens 
- with which he can become a sorcerer-king. Agis of 
Asticles catches up with him and reluctantly aids him in 
his quest. After the pair retrieves the Dark Lens, Tithian 
kills Agis. 


Year of Friend's Agitation (Free Year I0) 


Dregoth returns to New Giustenal from the Outer 
Planes with aspirations of becoming a god. Unsure of the 
condition of Athas, he sends his templars to the surface 
to learn the state of the Tyr region, learning too late the 
events that lead to the death of several fellow Champions. 
Sadira kills Abalach-Re with the broken tip of the Scourge 
of Rkard on the Ivory Plain. The sorcerer-queen’s body 
is completely consumed by black ooze leaking from the 
broken tip. Rikus of Tyr breaks the Scourge of Rkard a 
second time, this time in the snout of the Dragon. The 
sword again issues forth a black ichor that completely 
consumes Borys of Ebe. 
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Tithian uses the Dark Lens to free Rajaat’s substance from 
the Black Sphere, causing his essence to also be released 
from the Hollow. After 2,000 years of imprisonment the 
First Sorcerer is once again free. The result of escaping his 
prison destroys much of Ur Draxa in a grand explosion. 
In the ruins of Ur Draxa, Rajaat battles his former 
Champions. Rajaat imprisons Andropinis of Balic in the 
Black, then grabs the Dark Lens from Tectuktitlay of 
Draj and crushes the sorcerer-king’s skull. The remaining 
Champions scatter, while Sadira steals the Dark Lens and 
heads for the Ring of Fire. 

Sadira of Tyr discovers that the key to Rajaat's defeat 
is his shadow, which gives him substance. Using the 
Dark Lens, the young Rkard casts a sun spell, the Lens 
magnifying its power ten-fold. The resulting brilliance 
obliterates Rajaat’s shadow and sends his essence back 
to the Hollow, while his body is boiled away by the 
heat of the spell. Having been in contact with the Dark 
Lens as Rkard cast his spell, Tithian becomes mystically 
connected to the Black and Rajaat's elemental nature. 
The result is Tithian becoming the Cerulean Storm. 

Sadira tosses the Dark Lens and the Scourge into the 
Ring of Fire, placing powerful wards around it so that no 
one can obtain the artifact and free the First Sorcerer. As 
Rkard's spell lights up the sky, a great earthquake rocks 
the Tyr Region. The full force of the quake is centred 
west of the Tablelands beyond the Ringing Mountains. 
The resulting quake creates the Great Rift, a passage 
leading to the Crimson Savannah of the Kreen Empire. 


Year of Desert's Fury (Free Year II) 


The Wanderer discovers the lost halflings, the rhul-thaun, 
of the Jagged Cliffs. 


Year oj Priest's Contemplation (Free Year I2) 


After leaving the Jagged Cliffs, the Wanderer travels 
north and learns of the Last Sea. There he discovers the 
bizarre land of the Mind Lords. The Coruscation begins, 
the Day of Light prophesied by the dray when the blood 
of a thousand unbelievers runs in rivers at the feet of 
Dregoth. This sign is to bring about the coming of a new 
age where Dregoth 1s supreme. 


"m. ef Ropendix Threat ™, 
ristine Tower Mutation Char ~ 


Тће New Beast 


When a character takes a minimum of I point of damage 
inside the influence of the Pristine Tower, they're subject 
to wild mutations. These mutations occur each time a 
creature (characters, NPCs, monsters, etc.) is injured, 
regardless of the amount of damage suffered. For example, 
if a creature took 10 points of damage during three 
rounds of combat, it would have to roll for three possible 
mutations (more if certain results are rolled, but always a 
minimum of three). 

Mutations occur on the spot in which the injury was 
inflicted. If no specific area is mentioned in the attack, 
roll on Table IA or IB to see which portion of the 
body is struck. The DM may wish to adjust a character's 
Charisma score (average loss Id6 points) if none is listed 
under the mutation. All mutations manifest themselves in 


Id3 rounds, and should be painful Gf possible) to remove. 


Table Ia: Humanoid Hit Location Chart 


dIO Roll Location 
I-2 Right Leg 
3-4 Left Leg 

5 Abdomen 
6-7 Torso 

8 Right Arm 
9 Left Arm 
IO Head/Neck 


Table IB: Monster Hit Location Chart 
dIO Roll 
I Right foreleg/claw/wing 
2 Left foreleg/claw/wing 

3 Right hind leg 
4 
5 


Location 


Left hind leg 

Tail (for snakelike monsters, I-5 is a 
tail hit) 

Abdomen 

Torso/chest 

0 Head/Neck 
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Table 2: Limbs 

(Includes right/left leg, right/left foreleg, claw, and wing) 

d20 Roll Mutation 

I-2 Scaled carapace covers entire limb, 
providing +3 AC in that area only.* 

3 Deformed leg/hand/claw/wing: 1/2 
MV, no Dex bonus to AC; hand/claw: 
cannot grasp weapons, hand has I/4 
normal Dex, no claw attacks.** 


4 Replace affected limb with non-grasping, 
clawless insect limb.** 

5 Limb grows claws capable of Id4 
damage per strike. 

6 Becomes double-jointed, gaining +I 
Dexterity in that limb. 

7 Limb grows thorny spikes. Breaking 
spikes inflicts Id4 damage to the host. 

8 An identical second, shriveled and 
useless limb grows from the wound. 

9 Wounds on this limb must be 
cauterised to stop bleeding (including 
this one). 

10-1 Limb dissolves in 146 rounds. Each 


round causes Id4 (painful) damage. 


I2 Limb becomes an intertwining of vines, 
twigs, and leaves. Limb is useless.** 

I3 Limb constantly secretes a Type L 
contact poison. Victim is susceptible to 
poison on other body parts. 

I4 Limb covered in thick black fur. If cut, 
fur grows back in one hour.* 

I5 Limb becomes a tree branch. 

I6 Limb becomes that of a wild animal 
with claws that inflicts Id6 damage* 

I7 Limb becomes small lizard-like creature. 
In 2410 turns, the creature falls off and 
runs away, leaving the host with no limb. 

I8 Limb becomes plantlike and tries to 
plant itself in the ground. 

I9 Roll twice more or once on Table #4. 

20 Roll again and once on Table #3. 


* Strength score of limb increased by I-3 (max 24). 
oy Strength score of limb decreased by I-4. 


Table 3: Body 


(includes abdomen, torso, and chest) 


2d20 Roll 


4-5 


Mutation 

Victim is transformed into a mole boar 
(see MC entries). 

Lizard-like scales cover the section, 
providing +3 AC in that area only. 

All limbs attached to the section 
become useless. 

Skin becomes soft and aquatic-like. AC 
penalty of -2 (min of AC 10) and skin 
must be soaked with a quart of water 
each hour to prevent dehydration (loss of 
one Constitution point/hour until death). 
Area becomes covered in chitin, providing 
AC I5 protection in that area only. 
Area grows a stunted, malformed arm 
that is all but useless. 

Body muscles become enlarged and 
contorted. +2 Strength (max 24), 

+I Constitution (max 22), 

-4 Dexterity, -3 Charisma. 

A fully usable limb (typically arm) 
sprouts from wound. 

Skin becomes covered in grass and small 
plants. Daily water intake is doubled. 
Skin becomes transparent in affected 
area, -2 Charisma. 

Area becomes covered in obsidian plates. 
Provides AC I8 protection for that area, 
but inflicts a -3 Dexterity penalty. 

A functioning eye sprouts from the 
wound. Unless covered, the additional 
eye is disorientating, imposing a -2 
Dexterity penalty. 

Six non-functioning spider legs sprout 


from the body; -2 Dexterity, -4 Charisma. 
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21-22 


23 


24-25 


26 


27-28 


29 


30-31 


32-33 


34-35 


36 


37-38 
39 
40 


Two fully functional thri-kreen arms 
sprout from the body. 
Area becomes covered in thick black fur. 


If cut, fur grows back in one hour. Fur 


causes heat exhaustion unless water 
intake is doubled. 

Limbs attached to the section (arms/ legs/ 
wings) become squid-like. 

Victim mutates into a four-legged creature 
using existing limbs. Feet become hoof- 
like and body becomes covered with thin 
scales (AC 12). 

Mutation spreads internally to lungs, 
requiring the breathing of silt to survive. 
Affected area becomes covered in sharp, 
thorny spines. 

Victim becomes a bogo snake (in bogo 
forest only, or roll again). 

Small bird-like wings sprout from injured 
area. Wings are too small for flight. 
Injury sprouts a 2d6-foot tail. Tail cannot 
grasp objects or be used to attack. 

Body sprouts feathers. 

All damage (including this wound) to 
this area does not heal from magic (as 
per sword of wounding). 

Victim becomes a bogo tree (in bogo 
forest only, or roll again). 

Spores constantly issue from wound, 
which never fully heals. These spores 
attract all carnivorous creatures in a one- 
mile radius, which who try to eat the 
character. 

Roll again and on Table 2. 

Roll again and on Table 4. 

Roll twice. 


Table 4: Head/Neck 


2d8 Roll 
2 


3 


Mutation 

Head becomes covered in tin gray scales; 
-4 Charisma, AC I3 for covered area. 
Lizard-like scales cover entire head. AC 
I5 protection for head. 

Eyestalk* grows from injury. 

Functional eye grows from the wound 
and character's normal eyes can no longer 
see. 

Gills grow from injury, requiring the 
character to breath water instead of air. 
Develops protruding carnivorous jaws; -3 
Charisma. Bite does Id6 damage. 

Thin scales growing from wound cover 
ears. Character can no longer hear. 
Poison spines (Type D) grow from wound; 
poison affects the victim. 
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IO 


II 


I2 


I3 


I4 


I5 


I6 
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Head becomes large and deformed; -10 
Charisma, -2 Dexterity. 

Thick vines sprout from wound, entwining 
head. 

Thin scales growing from wound cover 
eyes. Character can no longer see. 

Brain enlarges; +3 Intelligence (22 max), 
-2 Charisma, -I Dexterity. 

Thin scales growing from wound cover 
nose. Character can no longer smell. 

A small, malformed, non-functional head 
grows from wound; -5 Charisma. 


Roll again and on Table #3. 


* Same as life-shaped item from Psionic Artifacts of 


Athas. 


Appendix Four: 
NPC ‘Statistics 


Dregoth 


Dregoth, the Undead Dragon King: AC 28 (natural), 
MV 15, Fl 18 (C); HD 56d4+10; hp 346; Attack +27; 
#AT 4; Dmg 2410+10/2410+10/4412/5410 (claw/ 
claw/bite/tail); SA See below; SD See below; MR 40%; 
SZ G (30 feet tall); ML Fearless (20); AL Chaotic Evil; 
XP 28,000 

S 23, D 20, C 19, I 20, W 20, Ch 5 (20 for dray) 


Personality: Corrupt, amoral, unbalanced 


Spells (10/10/9/9/6/6/6/6/6/4') 

Ist level— burning hands, change self, charm person, 
chill touch, magic missile x3, protection from good, shield 
x2; 2nd level—blindness, fog cloud, improved phantasmal 
force, melfs acid arrow x2, ray of enfeeblement x2, shatter, 
x2 stinking cloud, 3rd level—dispel magic x3, fireball, hold 
person, lightning bolt, protection from normal missiles, 
vampiric touch, wraithform; 4th level—dimension door x2, 
fire shield, minor globe of invulnerability x2, phantasmal 
killer, curse, wall of fire x2, wizard eye; 5th level—chaos, 
cone of cold, feeblemind, shadow magic, telekinesis, wall of 
force; 6th level—death spell, disintegrate, eyebite, invisible 
stalker, mass suggestion, flesh to stone; 7th level—finger 
of death, limited wish, power word stun, reverse gravity, 
teleport without error, vanish; 8th level—demand, mass 
charm, maze, polymorph any object, power word blind, 
prismatic wall; 9th level—energy drain, meteor swarm, 
power word kill, temporal stasis 


"All of Dregoth’s IOth-level spells have been devoted 
to the godhood spell. 


Psionics Summary 
PSPs: 726; Power Check: +33 
MAC: 24 


Powers 

Ist level—conceal thoughts, displacement, ego whip, 
empathy, know location, detect poison, detect spirits, 
sense link, synesthete, 2nd level—aura sight, aversion, 
biofeedback, body equilibrium, chameleon power, control 
flames, control sound, daydream, ESP, heightened senses, 
1 visibility, know course, levitation, mind over 


body, object reading, precognition, send thoughts, 3rd 
level—all-round vision, awe, create object, danger sense, 
detonate, dimensional door, double pain, enhancement, 
inertial barrier, life draining, mind thrust, mindlink, post- 
hypnotic suggestion, psychic messenger, shadowform, soften; 
4th level—animate object, cause decay, control body, 
dimensional walk, energy containment, id insinuation, 
identity penetration, immovability, metamorphosis, mind 
blank, molecular rearrangement, scrying, suspend animation, 
time/space anchor, truthear, 5th level—complete healing, 
death field, domination, environmental adaptation, mental 
barrier, mindwipe, phobia amplification, probe, psychic 
drain, summon planar creature, synaptic static, telekinesis, 
trigger, 6th 


banishment, disintegrate, intellect fortress, invincible foes, 


teleport, teleport level—aura alteration, 
psionic blast, wrench, 7th level—astral projection, dream 
travel, ultrablast, 8th level—mass domination, mind bar, 
psychic crush; 9th level—cosmic awareness, megakinesis, 
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The Dread King Dregoth, Ravager of Giants, was killed 
nearly 2,000 years ago by the combined powers of seven 
sorcerer-kings. Shortly thereafter, Dregoth rose as the 
Undead Dragon King. While Dregoth is a unique being, 
his new state is very similar to that of a kaisharga. He has 
existed in this state since the day of his return, neither 
dead nor alive, neither fully human nor fully dragon. In 
life, Dregoth was a 29th-level dragon, on the verge of 
achieving the final stage of metamorphosis. 

Dregoth had been a champion of Rajaat the War- 
Bringer, a general in the Cleansing Wars that laid waste 
to the world. When it became clear Rajaat was going to 
betray his champions, Dregoth helped imprison Rajaat. 
Once Rajaat was safely locked away, Dregoth helped the 
other champions (now sorcerer-kings) turn Borys into the 
Dragon of Туг to guard over the War-Bringer’s prison. 

Fearing that the insanity affecting the transformed Borys 
would soon affect Dregoth (next in line of the Champions 
to become a 30th-level dragon), the sorcerer-kings decided 
to destroy the Dread King. They ambushed him in his 
own palace, battering him with the Way, pounding him 


` with spells, even striking him with weapons and fists. 


Dregoth fought as best he could, but the seven struck 
without warning. He died, and his city died with him. 
m Et days 
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Since that time Dregoth has ruled a city far removed 
from the light of the crimson sun - the city of New 
Giustenal. He looks much like he did in life, one step 
removed from a full dragon. He is 30 feet long and weighs 
20,000 pounds. He has a dragon’s form, with wings, scales, 
a tail, claws, and a devastating breath weapon. This form 
was badly damaged by the attack of the sorcerer-kings. 
So Dregoth’s wings are torn, his body still bears the 
wounds inflicted upon it, and gaping holes show exposed 
bone in many places. The armoured skin that remains is 
stretched thinly over the skeleton beneath. His eyes, like 
the eyes of all kaisharga, burn with green fire. Dregoth can 
understand and speak all languages. 

In addition to the psionics and spells of a 29th-level 
dragon, Dregoth has the abilities of a kaisharga. He is 
immune to charm, sleep, enfeeblement, polymorph, cold, 
electricity, insanity, and death spells. The Dread King 
possesses an aura of fear that forces any living creature 
within 60 feet to successfully save vs. spells or flee for 5d4 
rounds. Characters of 8th level or 8 HD are immune to 
this aura of fear. Dregoth’s undead nature gives him a 
chilling touch that does 1410 points of additional damage. 
Characters touched need to save versus paralysation or be 
paralysed until the condition is dispelled. 

Dregoth makes all saving throws as a 2Ist-level wizard. 
Even though he is an undead creature, Dregoth cannot 
be turned. 

In physical combat, Dregoth uses a devastating claw/ 
claw/bite attack that causes 2410+10/2410+10/4412 
points of damage (the claw attacks receive the additional 
10 points of damage due to Dregoth’s great strength). He 
can unleash a breath weapon that causes 20412 points of 
damage to everything in its path. The searing cone is 5 
feet wide at the base, 50 feet long, and 100 feet wide at 
the end. His tail can attack anyone behind him or at his 
flank and deals 5410 points of damage on a successful 
strike. Dregoth can only be hit by magical weapons of +2 
or better enchantment. 

Dregoth never appears to his citizens in his true form. 
Instead, he wears one of two false forms in front of the 
masses. The first of these forms is that of a tall, regal dray. 
This is what most of the people of New Giustenal believe 
their god-king looks like. 
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The second form, used on very rare occasions, is that 
of a living 29th-level dragon. This form is modelled after 
Dregoth’s true form before it was corrupted by undeath. 
A combination of magic and psionics, much of it imbued 
in the amulets and rings Dregoth wears, maintains the 
illusory forms, though the Dread King can drop or shift 
between them at will. 


Leviath the Calm 


Half-Giant Male Psionicist (IOth-level psionicist): AC 
I0; MV I5; hp 110; Attack +14; «AT I; Dmg Id6+12 
(quarterstaff); SA Psionics; SD Psionics; SZ L (12 tall): 
ML Champion (I5; AL L? 

S 24, D 15, С 21, I 15, W 17, Ch 17 


Personality: Loyal, corrupt, defiant 
Special Equipment: None 


Psionics Summary 
PSPs: 98; Power Check: +11 
MAC: 17 


Powers 
Ist level—ballistic attack, cognitive trance, conceal 
thoughts, displacement, ego whip, empathy, sense link, 
2nd level— body weaponry, flesh armour, ESP, invisibility, 
send thoughts, thought shield; 3rd level—absorb disease, 
detonate, mindlink 4th 


truthear, 5th level mental barrier, probe 


level—en ergy containment, 


Dorn in the slave pens of Draj forty years ago, the half- 
giant Leviath the Calm was sold to a noble house at 
an early age by a greedy templar later slain for selling 
the sorcerer-king’s slaves without authorisation. Since the 
templar kept no records of his transactions, the young 
half-giant was never returned to the pens, and the noble 
who purchased him never came forward for fear of his 
life. In fact, the noble hid young Leviath from the prying 
eyes of others for several years, living in fear that other 
templars would arrest him if they discovered he owned 
“stolen property.” It was during this period of seclusion 
that Leviath learned of the Way, and of the great aptitude 
he had for it. 
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Also in the service of this noble house was an aged dwarf 
by the name of Barguss. It was considered fashionable to 
have servants such as psionicists as slaves or hirelings, 
and this was Barguss’ role. Leviath became friends with 
the dwarf, and the noble lord hit upon the idea that the 
half-giant could become his next servant of the Way. 

Shortly after Leviath began his training, the templars of 
King Tectuktitlay came to the noble’s house - but not in 
search of Leviath. Its seems the half-giant was not the only 
piece of “illegal” property owned by the noble, and he and 
his family were sentenced to the arena for crimes known 
(or fabricated) only by the templars. Neither Barguss or 
Leviath were at the estate when the templars came, as the 
dwarf was a freeman and took Leviath’s daily lesson into 
the wastes outside the city walls. When Barguss learned of 
this, he used the Way to sneak back into the sealed estate 
to obtain their belongings, and left Draj never to return. 

Leviath and Barguss travelled for many years, with the 
old dwarf teaching everything he knew - and believed 
in - to his student. After a time, Barguss felt it was 
time to teach Leviath about peace and serenity outside 
the Tablelands, so took his pupil to the safest place he 
knew - New Kurn. There, Leviath learned the teachings 
of Oronis of Kurn, the scholar and avangion whose 
secret city the half-giant believed was the closest thing 
to paradise he had ever seen. Soon after arriving in New 
Kurn, Barguss passed on. Before he died, he told Leviath 
to make sure he shared his knowledge with the rest of the 
world, else all he learned would disappear upon his death. 

Leviath studied in New Kurn for many years to become 
a skilled psionicist, but this was not the halfgiant’s fate. 
The teachings of Barguss, and later Oronis, had taught 
Leviath a compassion and tranquillity that is difficult to 
learn on Athas. After spending over two decades in New 
Kurn, Leviath exiled himself from that paradise in order 
to fulfil Barguss’ last wish - to teach Athas that there is a 
better peace in everyone's world. Only days after Abalach- 
Re was pronounced dead somewhere on the Ivory Plain, 
and the riots of Raam had begun, Leviath arrived in the 
city-state of the dead sorcerer-queen to spread his soothing 
words of harmony and tranquillity. Since that day two 
years ago, many Raamites have flocked to the half-giant’s 
banner, believing in the strength of his words. 


Nanda Shatri 


Human Female Dual-Class Preserver/Psionicist 
(20th/8th): AC I3 (Bracers AC I2, Dex); MV I2; hp 
54; Attack +10; #AT I; Dmg Id4+I (metal dagger); 
SA Spells, psionics; SD Psionics; SZ M; ML Champion 
(16); AL Lawful Good 

S I4, D 15, C 17,1 I9, W I8, Ch I8 


Personality: Loyal, undefiled, daring 

Special Equipment: Bracers AC I2, ring of mental 
protection +3, wand of lightning with 31 charges, metal 
dagger, 65 sp. 


Spells (8/7/7/6/5/4/4/4/2) 

Ist level—charm person, dancing lights, detect magic, 
magic missile x2, protection from evil, shield, unseen 
servant, 9nd level—flaming sphere, hypnotic pattern, 
invisibility, plant renewal, rope trick, summon swarm, ward; 
3rd level— blink, conservation, dispel magic, haste, gust of 
wind, mask magic, mental dagger, 4th level—evard's black 
tentacles, gloomcloud, minor globe of invulnerability, 
polymorph other, polymorph self psionic dampener, 5th 
level—conjure elemental, domination, passwall, shadow 
magic, wall of iron; 6th level—anti-magic shell, geas, 
project image, true seeing; 7th level—cleansing flame, 
prismatic spray, semipermanency, teleport without error, 
8th level— bigby 5 clenched fist, create tree of life, maze, 
polymorph any object; 9th level—shape change, time stop 


Psionics Summary 
PSPs: 70; Power Check: +12 
MAC: 20 


Powers 

Ist level—ballistic attack, conceal thoughts, detect 
poison, ego whip, project force, synesthete, 2nd level—aura 
sight, ESP, molecular manipulation, send thoughts, static 
discharge, thought shield, 3rd level—detonate, inertial 


barrier, 4th level—animate object, scrying, truthear 


The 177th child of the sorcerer-queen Abalach-Re, 
Nanda Shatri was outcast from her mother’s palace at an 
À early age. She was later adopted by palace servants and 
d determined woman. 


a ————9 U—MÓÓ——— ee d 


Through many endeavours, Nanda earned a fair amount 
of money, which she invested in the finest teacher of 
magic she could find. Following the death of her adopted 
parents, Nanda returned to Raam to confront her true 
mother. During the meeting, Nanda requested authority of 
Raam's crematory from the sorcerer-queen - who quickly 
agreed, happy to entrust the unpleasant job to someone 
of competence. Within weeks, the crematory became the 


headquarters of Raam’s faction of the Veiled Alliance. 
For two decades, Nanda led Raam’s Alliance, 
progressing as far as possible in her magical studies. She 
also learned of the existence, and death, of the avangion 
named Korgunard from an Alliance contact in Urik. 
Investigating further, she discovered that only a psionically 
tuned mind can contain the power needed to bring about 
a creature of such power. So at the age of 53 Nanda 
joined a class of noble children at Raam’s Academy for 
the Way, and has progressed far in the past eight years. 
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While studying psionics during the day, Nanda has 
researched the avangion transformation at night - but has 
become aggravated at her lack of progress. It seems that 
Korgunard had obtained the spell from some unknown 
location, a spell Nanda has failed to duplicate given 
the information she obtained from the Alliance of Urik. 
Coupled with her slow progress in psionic advancement, 
she wonders if such a feat can ever again be duplicated. 

Nanda is a small, heavy-set woman in her late fifties. 
Since the death of her mother two years ago, Nanda has 
dropped her title of outcast, and dresses in whatever style 
is currently fashionable. Her hair is gray and waist length, 
her eyes green, and her voice is almost as deep as a man's. 
Nanda loves to talk for hours on dozens of subjects, but 
is extremely interested in the topics of preserving magic 
and psionics. 


Mon A dderath, 
High Templar of Dregoth 


Human Male Templar (I8th-level templar): AC I6 
(kalin hide +2, Dex); MV 12; hp 101; Attack +10; #AT 
I; Dmg 1410+5 (two-handed sword +3); SA Spells; SD 
Psionics, as dray; SZ M; ML Fanatic (18; AL Lawful 
Evil; XP 9,000 

S I6, D 14, C I7, I I7, W 19, Ch 14 (20 for dray) 


Personality: Loyal, corrupt, insightful 

Special Equipment: Kalin hide +2, two-handed sword 
+3, rod of beguiling, amulet of the dragon, ring of 
protection +2, dust of disappearance w/10 pinches, opal 
worth 100 gp 


Spells (11/10/10/9/6/4/2) 

Ist level— bless x2, create water, cure light wounds 
x2, detect magic, entangle, light, protection from good 
x2, cause fear, 2nd level—aid, barkskin, charm person 
x2, enthrall, hold person x2, messenger, obscurement, 
resist fire; 3rd level—cause blindness x2, cause deafness, 
cause disease, cause paralysis, curse, dispel magic x2, 
protection from fire, summon insects; 4th level—cause 
critical wounds x2, cure critical wounds x2, free action, 
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giant insect, poison x2, sticks to snakes, 5th level—anti- 
plant shell, dispel good, harm x2, heal, true seeing; 6th 
level— blade barrier, slay living x2, word of recall, 7th 


level—destruction, tentacle walls 


Psionics Summary 

PSPs: 140; Power Check: +3 

MAC: I6 (includes +2 from mental armour proficiency) 

Telepathy: intellect fortress, mental barrier, mind blank, 
thought shield, tower of iron will 


Mon Adderath was raised near the Ringing Mountains 
during Athas’s Time of Magic. He had many adventures 
with his childhood friend Dregoth, and the two grew to 
adulthood together. When Dregoth answered Rajaat’s call 
to learn sorcery, Mon Adderath struck off on his own to 
learn more about the world. 

Nearly two decades later, their paths crossed again. 
Dregoth, now a powerful sorcerer, was exploring an ancient 
ruin when he was surrounded by a horde of undead. Mon 
Adderath, who had been traveling through the area, came 
to his aid. When the battle ended, Dregoth made Mon 
Adderath an offer. “Pledge yourself to me and you shall 
live forever by my side.” Mon Adderath did. 

Centuries later, when Rajaat gathered his champions, 
Mon Adderath was still at Dregoth’s side. He became 
Dregoth’s first templar, and has always served as his High 
Templar. It was Mon Adderath who led the troops of 
Giustenal, who recovered Dregoth after he was killed and 
brought him to a secure place to await his return to life. 
The High Templar went into the wilderness to gather the 
survivors of Giustenal, and he led them into the under- 
region to see their reborn king. 

When the dray transformation process was perfected, 
Mon Adderath was subjected to it like every other 
citizen of New Giustenal. However, the earlier process 
that made the High Templar immortal somehow blocked 
the transforming properties of the dray process. To this 
day, Mon Adderath is the only non-dray living in New 
Giustenal and serving Dregoth. He still looks like a 
strong, healthy, middle-aged human. 

Mon Adderath is a quiet and reserved man. He rarely 
speaks, but is the only person in New Giustenal who 


isn't afraid to contradict the Dread King. Though this 


occurs frequently, the High Templar always does so with 
great respect and in private, and Dregoth rarely chastises 
his servant for any disagreements. Their relationship is 
unique among the despotic rulers of Athas, for they are 
truly friends. 

Mon Adderath and the morg Absalom do not get along. 
The High Templar knows about Absalom’s frequent visits 
to Kragmorta, and he has confronted the High Priest 
about this on more than one occasion. “I serve the will of 
our god,” Absalom always answers. So far, Mon Adderath 
has decided to let the situation play out, but he is always 
watching to see what the High Priest is really up to. 

If the PCs encounter Mon Adderath, they will meet a 
quiet man filled with confidence and power. Though the 
high templar appears to help the heroes, he is only serving 
his own interest, and what he believes is the interest of his 
lord Dregoth - in spite of his own ambitions. 
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Mon Adderath wears a specially crafted amulet that 
bears the holy symbol of Dregoth. The version of the 
symbol that the High Templar wears is the crimson sun 
trapped in a dragon claw. It provides Mon Adderath 
with an added benefit. While wearing the amulet, the 
High Templar receives the same protections as the dray - 
immunity to fire and heat, infravision, and a need for less 
water. Even though Mon Adderath is effectively immortal, 
he still needs to eat and drink, and he can be killed by 


attacks or accidents. 


Appendix Five: 
Artifacts 


Pearl of the Sunrise Sea 


History 


The Pearl of the Sunrise Sea is from a time when oceans 
covered the face of Athas and the world was ruled by 
halflings. Taken from the depths of the ocean now called 
the Silt Sea, this item was the possession of one of the 
nature-masters who help create the Pristine Tower and 
destroy the encroaching Brown Tide. With the coming 
of the Rebirth, the Pearl was left in the Pristine Tower 
by the unknown halfling and was discovered there six 
millennia later by Rajaat the First Sorcerer. 

Over the aeons, the Pearl developed abilities due to 
it proximity to the Pristine Tower, which Rajaat used to 
his benefit. During the height of the Cleansing Wars, 
Rajaat, displeased with Albeorn, Slayer of Elves, gave the 
Champion the Pearl to protect him from the substantial 
psionic powers of the elven kings. After, the Champions 
turned on their master and Albeorn, later known as 
Andropinis, took control of the city-state of Balic. With 
the Pearl on his person, Andropinis later participated in 
the assassination of Dregoth. When Dregoth’s superior 
psionic powers had no effect on him, Andropinis swore he 
would study the Pearl to learn the extent of its capabilities. 

In the years that followed, Andropinis uncovered the 
Pearl’s powers, and the limitation it imposes. In the end, 
the sorcerer-king decided the ancient artifact’s limitations 
outweighed its abilities for a being of his power, and he 
hid the Pearl deep within the bowels of his city and told 
no one of its location - even his most trusted templars. 
As he was a psionicist himself, the Pearl could be used 
against him, and this made Andropinis wary of the relic. 


Campaign Use 


The Pearl of the Sunrise Sea is a potent artifact, but 
not one that would have to be restricted to NPCs. Should 
a player character be willing to live with the limitations 
imposed by the artifact, it can become a powerful weapon. 
Its important to remember that evil as well as good can 
possess the Pearl of the Sunrise Sea. Should a character 
become renowned through use of this artifact, others may 


its power and seek to kill him for it. 


Powers 


Constant Powers: The possessor of the Pearl of the 
Sunrise Sea is completely immune to psionic powers of 
any disciplines. Though unaffected, the possessor becomes 
instantly aware of the location and intent of those using 
psionics against him. 

Invoked Powers: Once per day, the Pearl can remove 
all PSPs from one target. Only half of the target's PSPs 
are erased if they make a successful saving throw versus 
spells. If the save is missed, for the next 48 hours, the 
victim only regains half of their total PSPs with eight 
hours of rest. Subsequent uses of this power have no 
cumulative affect with the 48 hour period. 

Three times per day, the Pearl of the Sunrise Sea can 
also detect the use of psionic powers within a radius of 
100 yards. This informs the possessor of the location 
of the psionicist, the type of power being used, and the 
victim of the power (if any). This ability is not automatic, 
and requires one round of concentration on the part of 
the possessor. 

Curse: The possessor of the Pearl of the Sunrise Sea 
is deprived of all psionic power while in possession of the 
artifact (including wild talents). While no psionic powers 
can affect him, he cannot use them either. Additionally, 
psionicist characters permanently loses 1,000 experience 
points each day they have the Pearl. Should they reach 
zero experience as a psionicist, they can never gain 
experience in that class again. Until that time, they can 
dispose of the artifact and gain experience again normally. 


Suggested Means of Destruction 


e Subjected to magical fire for 24 hours. 
e Swallowed by a psurlon. 


Star of Badna 


The Star of Badna is a perfect sapphire of 200 carats. It 
is the size of a human fist, the largest gem of its kind ever 
found on Athas. The gem is most often found embedded 
in the chest of a Badna zombie, a guardian who is cursed 
with an undead existence by the magic of the sapphire. 
When exposed to moderate amounts of light, the Star of 
Badna glows with an azure radiance. 


History 
After asserting herself as queen of Raam, Abalach-Re 


proclaimed herself the servant of a greater power - a 
supreme entity named Badna from which she and her 
templars drew their power. This was of course a fraud, as 
the being known as Badna has never existed. Hundreds 
of years ago, Raam had the most plentiful mines on all of 
Athas, which produced alabaster, sapphires, and emeralds 
before being mined out several King’s Ages ago. The 
largest gem taken from these mines was a sapphire of over 
200 carats, accredited to be a gift to Raam from Badna 
by the sorcerer-queen. Called the Star of Badna, it was 
often displayed to the general populace as a way to dupe 
Raamites into believing their destiny was controlled by a 
great celestial entity named Badna and not Abalach-Re. 
Nearly 100 years after taking control of Raam, Abalach- 
Re discovered the intentions of Dregoth to advance to 
a 30th-level dragon. With Borys of Ebe still rampaging 
across the Tablelands, none of the other sorcerer-kings 
wanted the Ravager of Giants to attain such power. 
Hence, Abalach-Re planned to lead the other former 
Champions to Giustenal and kill Dregoth. Following 
weeks of seclusion, she empowered the near-perfect Star of 
Badna with magical wards that protected the bearer from 
defiler magic as well as granting other protections and 
abilities. With the aid of the Star of Badna, Abalach-Re 
and the other sorcerer-kings slew Dregoth with ease. 
Afterwards, Abalach-Re discovered that the Star of 
Badna came with a horrible curse - one the sorcerer-queen 
was not willing to pay. Unwilling to give up an artifact 
of such power should she ever need it again, Abalach-Re 
instead bequeathed the Star of Badna to several high 
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templars over the next 2,000 years (usually ones she did 


not like). This cycle continued until Abalach-Re’s death 
at the hands of Sadira of Tyr in Free Year 10, after which 
the Star of Badna disappeared. The last known caretaker 
of the Star of Badna was a human by the name of Grogh- 
En, who disappeared after the sorcerer-queen’s death and 
the riots that followed. 


Campaign Use 


Outside of the Dregoth Ascending adventure, the Star 
of Badna is a deadly artifact for player characters to have. 
Eventually, they'll fall victim to its curse and become evil 
NPCs. Characters should hide or attempt to destroy the 
sapphire before its power falls into the wrong hands. 


Powers 


Constant Powers: The possessor of the Star of Badna 
is immune to the effects of a defiler’s magic (spells cast 
by defilers), and has a 40% magic resistance to preserver 
magic and magical effects produced by magical items and 
other artifacts. The touch of the Star of Badna can also 
remove enchantments from magical items (except artifacts). 
Each round the Star of Badna comes into contact with 
such an item, there is a 5% cumulative chance for the 
item to lose its enchantments. Once this occurs, the item 
can never again be enchanted for any reason. 

Invoked Powers: Twice per day, the Star of Badna 
can reflect a spell cast upon the possessor as a ring of 
spell turning. The possessor must choose where the spell 
is reflected. Once per day, the Star of Badna can project 
a bluish light that deprives one target of all prepared 
magical spells (new ones can be re-learned). The victim 
is allowed a saving throw versus spells to resist this effect. 

Curse: For each month a person possesses the Star of 
Badna, there is a cumulative 8% chance of becoming a 
Badna zombie. 


Suggested Means of Destruction 


e Subjected to a weight of 2,000 pounds, one pound 
for every year of its existence. 
e Sealed in complete darkness for a thousand years. 


Appendix Five: Artifacts 


The Scorcher 


The Scorcher was created by Rajaat at the same time as 
the Silencer of Bodach, and is a massive long sword. The 
Scorcher is constructed of the same unidentifiable red 
alloy as the Silencer, and is much harder than enchanted 
steel. The Scorcher's blade is perfectly smooth, and the 
hilt contains a red glowing rune identical to that of the 
Silencer. The hilt is constructed of unbreakable obsidian, 
wrapped in the hide of an ancient fire drake. The pommel 
is a tooth from said fire drake, and its point is razor sharp. 
When used in combat, ebony flames appear from the 
blade and burn opponents with cold, black fire. 

The long sword is amazingly light and well balanced, 
and all but the most feeble or diminutive warriors can 


wield it. The Scorcher is too large for halflings to wield 
properly. 


History 


When Rajaat planned the Cleansing Wars 4,000 years 
ago, the great defiler warlord crafted three mighty weapons 
to be given to his most favored champions. The Silencer 
was given to the left-hand of Rajaat, a warlord named 
Irikos, who was later killed after destroying the city of 
Bodach. The second weapon, a long sword called Scorcher, 
was given to the right-hand of Rajaat - a warlord named 
Myron who later became known as Myron the Troll 
Scorcher, 4th Champion of Rajaat. And the third was 
the Scourge, which was given to Borys of Ebe. With the 
Silencer lost following Irikos’ death, Rajaat relied heavily 
on Myron during his war with the preservers of Athas 
and, with the help of the Scorcher, Rajaat succeeded. 
Next came the Cleansing Wars. 

As the terrible wars against the races of Athas ensued, 
Myron of Yorum began to question the moral implications 
of Rajaat’s intentions. Perhaps the warlord discovered 
Rajaats goal of returning Athas to a Blue Age and 
realised that the Champions would also be slain. In the 
end, Myron’s treachery was discovered by Rajaat and he 
was slain and replaced by Manu of Deche, later known 
as Hamanu - who became the new 4th Champion of 


Rajaat and wielder of the Scorcher. 
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The Scorcher remained in Hamanu’s possession for 


years and was the blade used by the sorcerer-king of 


Urik to deal the death-blow to Dregoth, the Ravager of 
Giants. Shortly after killing the 3rd Champion of Rajaat, 
Hamanu lost the Scorcher in the Silt Sea near Giustenal. 
It is believed that the assassins of Dregoth witnessed how 
easily the Scorcher slew the king of Giustenal, and it was 
agreed that this weapon of Rajaat could pose a threat to 
them some day - and was better off lost to all of Athas. 
All traces of the Scorcher were removed from the land, as 
the sorcerer-kings did not wish their subjects to know of a 
weapon capable of killing them. 

The long sword remained at the bottom of the Sea of 
Silt for many centuries, until being accidentally swallowed 
by a silt horror. Later, the horror was killed when it raided 
the shores of the village of Cromlin and the artifact was 
retrieved from its gullet by an ex-gladiator named Vorr. 
With the power of the Scorcher, Vorr slew dozens of slave 
raiders from Draj, Raam, and Nibenay, before supposedly 
being killed by a nightmare beast in the Valley of Trevain. 


Campaign Use 


The Scorcher is a weapon capable of killing the most 
powerful of Athas’ creatures - a sorcerer-king. Unlike the 
Silencer, the Scorcher is a more elegant weapon that relies 
on its vast array of unique abilities to achieve its end. 
Because of Myron’s influence, the Scorcher is “neutral” 
in alignment, causing it to be driven by whatever its 
possessor desires most. If the wielder of the Scorcher is 
intent on killing innocent villagers, the sword lends its 
power to the gruesome task. If the wielder wishes the death 
of a sorcerer-king, then the Scorcher wants nothing more 
than to again drink the blood of Rajaats Champions. 

The attitude of the Scorcher is not one of good or 
evil, but of purpose. The Scorcher is not a weapon that 
will ever hang on someone's trophy wall. If the Scorcher 
is ever without a purpose, it is either lost by the wielder, 
or it summons someone within a 30-mile-radius who 
would have use of its powers in some sort of campaign. 
This challenger fights the wielder of the sword for its 
possession, and the Scorcher's powers do not work for the 
idle possessor. 


The Scorchers whereabouts since Vorrs death are 
unknown. Rumor has it that the blade can be found in 
the lair of a nightmare beast that slew Vorr, though this 
is speculation by the only witness to the incident. 


Powers 


Constant Powers: The Scorcher is a long sword that 
can easily be wielded as a one- or two-handed weapon. 
The artifact is a weapon of +3 enchantment, and has the 
weapon speed of a short sword when wielded by someone 
with a Strength greater than I7. The blade radiates a 
cold, ebony fire when drawn for combat, and contact with 
the flame causes an additional Id4 damage to any struck 
by the weapon. The possessor of the Scorcher is immune 
to all mind-affecting spells, and imposes a -5 penalty 
on power checks for mind-altering psionics used against 
its wielder. While the Scorcher is held in the possessor’s 
hand, they are immune to fire as if wearing a ring of fire 
resistance. However, what truly makes the artifact deadly 
is that it ignores all magical protection in regards to armor 
class. Hence, an opponent with a bracers of defense AC 
I5 and a Dexterity of I7 would be Armor Class I2 
against this mighty blade. 

Certain special powers of the Scorcher depend solely on 
the alignment of the possessor. If the owner of the sword 
has a lawful alignment (g00d, neutral, or evil), then the 
blade functions asa vorpal weapon, severing the head of a 


Medium victim on an unmodified die roll of I7 or greater 
and a Large victim on an I8 or higher (against Huge or 
Gargantuan creatures, or ones without heads or limbs to 
Sever, the Scorcher deals double weapon damage). If the 
wielder of the Scorcher is neutral in alignment (good, evil, 
or true neutral), then the blade functions as a sword of 
wounding that causes wounds to heal at half the normal 
rate. If the possessor of the blade is chaotic (good, neutral, 
or evil), then the blade functions as a dancing sword. 

Invoked Powers: The Scorcher bestows the possessor 
with the following powers at 20th level of ability: blur 
while the artifact is in hand, slay living upon opponent 
struck (I/weel), true seeing (I/day), wall of fire (I/day), 
cast cure serious wounds upon wielder (3/day), and a 
constant protection from good/evil. 

Curse: The wielder of the Scorcher remains focused 
on an individual purpose, regardless of its implications 
to friends or family. Nothing matters but the endeavor at 
hand. In addition, a random curse befalls the possessor 
(as determined by the DM), different for every owner of 
the sword. 


Suggested Means of Destruction 


e Strike the weapon against the Silencer of Bodach, 
shattering both blades. 
e The blade is consumed by a water drake. 
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Badna Zombie 


CLIMATE/TERRAIN: Subterranean/Varies 
FREQUENCY: Unique 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: Varies (as in life) 
TREASURE: C, Star of Badna 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 

ARMOUR CLASS: Base 14 
MOVEMENT: 18 

HIT DICE: As in life or 10 


ATTACK BONUS: 
NO. OF ATTACKS: 


As in life or +10 
2 plus special 


DAMAGE/ATTACK: 


3410 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Star of Badna, disease 
Regeneration, +2 
weapon to hit 

Defiler magic: 100%, 
All others: 40% 


MAGIC RESISTANCE: 


SIZE: As in life 
MORALE: Fearless (20) 
XP VALUE: 10,000 


The badna zombie is a cursed guardian of the Star of 
Badna, a powerful artifact created by the late sorcerer- 
queen Abalach-Re. After being in possession of the 
Star of Badna for a period of time, the energy from the 
artifact turns the owner into an undead guardian. There 
can only be one badna zombie at any one time. Should 
ownership of the Star of Badna be taken away from the 
zombie, it does everything it can to capture the artifact 
back. If the zombie cannot recover the Star of Badna 
before the next possessor is affected by the curse, or 
after a period of one year passes, the previous possessor 
crumbles into ash. 

Once the curse has taken hold, the possessors skin 
turns a wrinkled light blue in color, matching the hue of 
Star of Badna. The claws, eyes, and teeth of the zombie 
become pitch black, while its hair Gf any) remains the 
same as in life. Embedded in the center of the creature's 
chest is the Star of Badna, which can only be removed 
if the zombie is dead or dropped below -IO hit points. 
Though undead the physical form of the badna zombie 
does not rot, preserved by the Star of Badna. 


Should it lose possession of the relic, its body 


slowly decays until it again regains the artifact. Badna 
zombies cannot speak, though they understand any 
languages they possessed in life. If the zombie possessed 
telepathic psionics in life, those abilities can be used 
for communication. 


Combat: The badna zombie is incredibly fast, attacking 
twice per round with razor sharp talons. Victims hit by 
these claws suffer 3410 points of damage and must make 
a saving throw versus death magic or become afflicted 
with a horrible disease which takes effect immediately. 
Every round afterwards, the victim loses one point from 
a random ability score (Strength, Wisdom, etc.) until 
one ability reaches zero, at which point they perish. This 
ability is cumulative with subsequent attacks, and can 
only be cured with a cure disease spell. 

The badna zombie regenerates 3 hit points per round, 
even if taken below -IO hit points and/or separated 
from the Star of Badna. Severing the creature's head is 
the only way to permanently kill it aside from separating 
it from the artifact for one year. 


137 


Badna Zombie 


The badna zombie can only be damaged by weapons 
of +2 or greater enchantment, and possesses an 
immunity to magic when in possession of the Star of 
Badna. If the sapphire is removed from its possession, 
the immunity is lost. The creature has a base AC of 
14, which can be improved through magic and armor. 

In addition to its claw attacks, a badna zombie 
can utilise one ability Gf applicable) from the Star of 
Badna each round. The zombie's use of the artifact is 
instantaneous (or at any moment the creature needs it), 
and suffers from no penalties for initiative. 

As a zombie, the creature is immune to all sleep, 
hold, charm, illusions, mind-affecting spells and psionics, 
death magic, cold-based spells, and all forms of poison 
and paralysis. Holy water has no effect on a badna 
zombie, and the creature cannot be turned as long as 
it possesses the Star of Badna; otherwise it is turned as 
a wraith. 


Habitat/Society: A badna zombie is obsessed with 
its possession of the Star of Badna, to point of having 
paranoid delusions that everyone is trying to take it 
from them. For this reason, the zombie tries to find a 
deserted, remote location where it can feel safe - though 
even then the creature suffers from tortured anxiety over 
having the sapphire taken away. Should the sapphire 
ever become separated from the zombie, the creature 
suffers from intense pain until it is returned or the 
creature perishes. А badna zombie always knows the 
location of the artifact if separated from it, being able 
to track it anywhere on Athas. 


Ecology: A badna zombie has no need for sleep, food, 
or rest, guardianship of the Star of Badna being its sole 
purpose in life. 
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Bogo Snake 


CLIMATE/TERRAIN: Bogo Forest/Pristine 
Tower 

FREQUENCY: Connon 

ORGANIZATION: Nil 

ACTIVITY CYCLE: Any 

DIET: Herbivore (bogo fruit) 

INTELLIGENCE: Animal (I) 

TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: Id4 per tree 

ARMOUR CLASS: I5 

MOVEMENT: I5 

HIT DICE: 24I 

ATTACK BONUS: +2 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: IdIO 

SPECIAL ATTACKS: Thrash, surprise 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: М (5' long) 

MORALE: Average (I0) 

XP VALUE: 175 

PSIONICS SUMMARY: MAC I5 


Dogo snakes are long., slender creatures found only 
in the Bogo Forest surrounding the Pristine Tower. 
Fach snake is four to five feet in length and is covered 
in thick, sharp spikes which point towards their tail, 
except when attacking when they point straight out. The 
color of the bogo snake is identical to that of a bogo 
tree, making these creatures extremely difficult to detect. 
Unlike other snakes, this creature does not shed its skin. 
There are literally thousands of these creatures in the 
bogo forest, with an average of Id4 per tree. 


Combat: Normally the bogo snake is docile, spending 
its days winding through the lower branches of the 
Bogo Forest searching for food. However, when another 
creature that is not another bogo snake comes too 
close, the reptiles become extremely agitated. When any 
humanoid or creature passes within five feet of a bogo 
snake, it thrashes about wildly in the invader's direction 
in an effort to scare them off. This happens suddenly 
and without warning, imposing a -5 penalty on all 
surprise rolls. 
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The speed of the bogo snake's attack is blinding, 
Unless a victim is aided by magic, the creature always 
strikes first, winning all initiative rolls for combat. Should 
one of its barbs hit, they inflict IdIO points of damage, 
and the victim should immediately roll on the Pristine 
Tower Mutation Chart. 

If a creature or character is able to distance themselves 
at least IO feet from the thrashing snake, it ceases its 
attack in one round and disappears into the tree's upper 
branches. Given their numbers, it is not uncommon 
to become surrounded on all side by thrashing bogo 
snakes. 


Habitat/Society: Due to the proximity of the Pristine 
Tower, little is known of the bogo snake. Resourceful 
elves of the Sky Singer tribe have been regular gatherers 
of bogo wood, using invisibility to animals spells to 
avoid the thrashing of the hidden snakes. During such 
harvests, the Sky Singer elves have noticed that the 
snakes stay primarily to the trees. It is unknown whether 
or not they actually lay eggs in the ground as do normal 
snakes. 
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Bogo Snake 


The elves have reported the snakes are never harmful 
to their own, only others who come too close to them 
for whatever reason. Snakes that have been taken from 
the forest have died within hours, the reason for which 
is unknown. 


Ecology: This creature’s only source of food is the berry- 
like fruit that grows in the lower branches of bogo trees. 
If there is another source of food, it is unknown. As 
no baby bogo snake has ever been seen, much of their 
reproductive ecology is unknown. Since it is possible 
to mutate into a bogo snake as a result of the Pristine 
Towers power, a few elves believe this is how their 
species is propagated. 
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Mole Boar 


CLIMATE/TERRAIN: Blossom Field/Pristine 
Tower 

FREQUENCY: Common 

ORGANIZATION: Colony 

ACTIVITY CYCLE: Any 

DIET: Carnivores 

INTELLIGENCE: Animal (I) 

TREASURE: Nil 

ALIGNMEN T: Neutral 

NO. APPEARING: 14100 

ARMOUR CLASS: 13 

MOVEMENT: I5 (21) 

HIT DICE: 2+1 

ATTACK BONUS: +2 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 1d4/1d4/1d6+2 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


MAGIC RESISTANCE: 


Leap, surprise 
Concealment 


Nil 


SIZE: S (1-2 feet long) 
MORALE: Champion (15) 
XP VALUE: 175 
PSIONICS SUMMARY: МАС 14 


The mole boar is a cross between a weasel and a boar, 
though it’s more the size of the former. These small 
creatures are indigenous to the fields around the Pristine 
Tower, and likely began as mutated invaders centuries 
ago. All mole boars are immune to the mutating effects 
of the Pristine Tower. 

These creatures are short and squat, much like a 
badger, with large boar-like fangs and long claws used 
for both digging and attacking prey. The large, black 
eyes of the mole boar allow it to see beneath the earth 
and in the dark of the night, and suffers no penalties 
when attacking in daylight. 

Mole boars have only animal intelligence, and have 
no known form of communication. Anyone transformed 
into a mole boar as a result of Pristine Tower mutations 
is reduced to the creature's intelligence and does not 
retain their own. 


Combat: The squat nature of the mole-boar allows 
them to move beneath the cover of the blossom field 
before attacking. When an intruder is detected, the 
local colony of mole boars bursts from their burrows 
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at a rate of 2I, which they can only maintain for two 
rounds or until confronting their prey. While moving 
at an accelerated speed, they're easy to detect, as dirt 
sprays behind them as they move. Since they travel 
beneath the blossoms, only their general location can 
be detected once they slow down. Because of their small 
size, up to IO mole boars can attack the same target. 

As a mole boar approaches a target, it leaps from 
the concealing brush, imposing a -2 to all surprise rolls 
since the direction and speed of the attack is generally 
unknown. When leaping, the creature can only attack 
with its claws, which do double damage as a charge-like 
attack. If one of the claw attacks hits, the creature has 
grasped hold of its victim and gains an automatic bite 
attack for the next round Gf still attached). 

If thrown from a target, or if it does not leap, a mole 
boars uses its two claws and one bite on its victim's legs 
and ankles. Damage takes the form of flesh torn from 
their targets, which they quickly consume (no penalties 
applied to attacks) before it has a chance to mutate. 
Once a mole boar has “consumed” 10 hit points worth 
of flesh, it becomes passive and returns to its burrow. 
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Mole Boar 


Habitat/Society: Mole boars live in communities of 
up to 100 throughout the blossom fields of the Pristine 
Tower. There are an equal number of female and male 
mole boars in each community, and there is no one 
dominant creature that controls a specific area. Each 
community claims a roughly I00 square yard territory, 
attacking any creatures not of it species that it detects. 
The all live together, hunting the blossom fields for 
floaters (their primary source of food) and reproducing at 
an alarming rate. If removed from their environment, the 
mole boars become docile and refuse to eat, eventually 
starving to death. 


Ecology: This small creature’s primary source of food is 
the carnivorous floaters of the area, which must land in 
order to breed. In turn, the boars are one of the floater’s 
sources of food. Hence, each species reproduces at an 
alarming rate. Mole boars multiply at a rate of four 
times a year, and females are often constantly pregnant 


with young. They can live up to I0 years, through few 
do. 
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Map #3 
Night Runners vs. Dray 
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Cromlin Village 
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Map #5 
The Dirty. Lizard Inn 
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Map #8 
Giustenal Environs 
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Pristine Tower Gatehouse 


153 


Erian Sanchez 


White Bastion 


анннннннннин = 
LEEEEEEELELLT TY, 
э manana 


к 
immm mny. t  _ ЧОЛООМ, 
[ a 


the = ж 
шиш 
= ^ 


Steeple Ar Eu. 


Map #12 
The Pristine Tower 
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Crystal Steeple (DM’s Map) 
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Crystal Steeple (Player Map) 
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Illustration #1 
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Illustration #7 
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Illustration #8 
Approaching the Tower 
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Illustration #11 


Steeple of Crystals 
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Illustration #13 
The Godhood Spell 
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Far to the south, the obsidian wastes await, 


Home to legions of ancient undead. 


None have seen the black glass and lived. 
They do not know we exist. 
They believe the world ends at the edge of the obsidian plains. 
Woe to the living if they ever find out the truth. 


His ascension thwarted, Dregoth sends an emissary south. 
He hopes to forge an alliance with the dead. 
Who has the strength and skill to stop him? 


Secrets of the Dead Lands 


A campaign expansion detailing the undead nations and bugdead 
empires of the obsidian plains. 


Includes The Emissary, an adventure pitting the heroes against the 
machinations of the Dread King, Dregoth. 


Coming Soon! 


